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The future of electronic entertainment 


ШІ ‘ve got stuff in my head which | really, really want to do,” said 
Jeff Minter back in E95 (February 2001). “| can see it running in 
my head, and there isn't quite enough power yet to do it, but there 
may well be fairly shortly... it's hard to explain, ГІ have to do it." 
Well now he has. Or rather, he's started to. Unity is early [ 
(you can find out just how early by turning to p40) yet Edge 
makes no apology for supporting Minter so soon into his latest 
venture. More than perhaps any other developer in the UK, Minter 
embodies the very essence of bedroom coding. So much of what 
has been lost to the conglomeration of the videogame industry 
over the years has thankfully prevailed at Llamasoft: a one-man 
company whose development ethos has, remarkably, remained 
unchanged since its inception back In the early-'80s, its founder's 





passion for gaming as ardent now as ever despite numerous 
significant setbacks. In a world where money has replaced many 
gods, that says something about his character. And it's the very 
reason for Edge's faith in the man. 

Other than Minter's enthusiastic tinkering with the GameCube's 
architecture, it's been a typically colourless start to the year. Tales 
of excellent games lost in the absurd number of pre-Christmas 
releases, overlooked by a public caught up in its seasonal 


consumerist rush to the tills with The Big Licence in hand are 

depressingly familiar but, of course, expected. Last year's statistics 

may paint a picture as vibrant as this month's cover but as 

illustrated by our lead news story this month (p6), beneath the 

numbers the canvas looks bleak for many a developer in 2003. 
One day this industry will realise that less is in fact more. 
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Jeff Minter's latest project revealed. It's different. 
It's on the GameCube. And it's only in Edge 


Having seen its latest creation, it seemed rude not 
to catch up with the newly-reformed codeshop 


Edge investigates the principles of game NN DANA 
creation and examines the role of the designer ' DANIA, ЖО ; AW 
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The second in Edge's retro features sets its sights 
on the most saddening casualty of the 32bit war 


More distressing (though nevertheless alluring) 
tales of development gone very, very wrong 
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The State of Play Nation 


2002 has broken sales records for videogames but the figures belie the parlous financial 
state of many publishers and developers. It’s not a state of affairs that bodes well for 2003 
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proved no different. Ever since the painful per cent, The financial markets are still suffering 


transition of 1864/5, the market has grown from the structural imbalances of the 
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the previous 12 months. Meanwrula, in the US, Ihe impact has been particularly felt by the 


the combined total of hardware and software weaker companies such as Acclaim, 3D 
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“Of all the floated US and European companies, 
only one, Take 2, saw its share price rise during 
2002. Even EA suffered a 10 per cent fall” 





Other big figures came courtesy of Sony used to be the most profitable sector of the 
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a total the fastest-selling sequel GTA’ Vice City Japan continue to contract after years of 
seems certain to match during 2003, There recession and deflation causing problems 


was even some reasonable news for Nintendc for publishers such as Capcom, Sauare and 





and Microsoft — the installed bases of tei Беда. Closer to noma, the tnckie-down effect 
consoles | жабу accumu to aroun (7 such woes һауе seen Ur, development One of the crucial problems for 
в Bm and Gm marks respectively studios such as Runecraft, Software Creations publishers is the amount af games 


available, particularly for PlayStation2. 
The current glut means that only a small 
these should De limes of penty Tor retalars more will follow in 2003 proportion of releases make money 


pubiishers and developers alike. LInTertunately. 
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sega and THO have downgraded their earning 


predictions in the face of increased competition 


The world's second biggest thirdparty publisne 
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tony Paws s Fro Skater, which accounted for 


44 per cant of its revenue in FY2002. In 
addition, It Claimed earnings were hit by lower 
than expected sales for Xbox and GameCube 
vare and moves Бу US retailers 10 reduce 
the amount of stock they preorder 

This malaise is aptly demonstrated by the 


financial performance of publicly-owned 


pubptishers and developers: of all the (оао Us 
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Publisher Acclaim didn't have a good 2002. Not only did Turok: Evolution fail to 
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perform as expected but another hyped game, Vexx, was delayed into 2003 


One of the chief problems is that, despite 
the booming retail market, the risks associated 
with game develooment and publishing are 
rising faster. Put bluntly, there are too many 
games chasing too few gamers. Figures from 
the Banc of America, for example, suggest that 
compared to the 270 garnes available for 
PlayStation2. Xbox and GameCube in 2001. 
2002 saw a three-fold increase to 750 titles. 

"A glut of PlayStation? product nas 
hammered developers for most of 2002 while 


slower than anticipated penetration of Xbox has 


made lite difficult tor both developers and 
publishers,” claims Jeremy Furniss, head of 
the games team at corporate inivesimeni 


The result is competition Is becoming 
increasingly cut-throat, particulary for the tripe- 
A games, the multi-million sellers, whicn every 
publisher relies on for the bulk of ther profits. 
EA's control of the big Christmas fim licences, 
‘The Lord of the Rings’ and 'Harry Potter’, has 
all but sucked dry the lucrative December sales 
period for the competition. Equally the 8m-plus 
sales of the Grand Theft Auto franchise in 2002 
has scooped up a large chunk of the remaining 
massmarket. Amazingly, according to market 
research company NPD, Take 2 was the 
second largest console publisher in the US in 
FY2002, taking 9.5 per cent of the total market 
and a massive 16 per cant of the PS2 market 


“The worrying thing is that according to this 
cyclical thinking, 2002 and 2003 should be the 
fat years where publishers save some cash” 


boutique Tenon Livingstone Guarantee. 

The effect has been concentrated as 
PlayStation2 owners are buying fewer games in 
comparison with previous PlayStation owners. 
The average number of games per 
PlayStation?, called the tie-ratio, was 5.5 in 
September 2002, according to Sony. The 
comparable igure at a simidar point in 
PlayStation's hardware cycle was over seven 
games per console (see Tie ratio graph, p10) 


One outcome has been that other companies 
have suffered from large number of high-profile 
and costly turkeys such as Turok, Stuntman 
and Sega Sports’ NFL2K3. which have cost 
their respective publishers, Acclaim, Infogrames 
“We are operating in a very large market in 
Which less and less titles dominate most of the 
sales." points out Geoff Brown, СЕО of UK 





With over 48m PS2s shipped globally, Sony 
expects to further expand the demographic 
of its console with massmarket games such 
as the London-developed EyeToy game, 
due for release in spring 2003 








High-profile games such as СТА: Vice City 


and The Getaway are proving to be 
massively profitable for their publishers 


thanks to the growth in the games market 


but the increased competition is causing 
financial misery for smaller publishers 


tsel has suffered layoffs during 2002 
over £2m to develop a game and when а 
publisher adds the cost of manufacture, 
marketing and distnibution it could cost a 
up to £10m to launch a product. Any failure 
zosts the developer and the publisher a 
nsiderabla ammount.” 
The increased cost of developing games 
compared to the previous generation of 
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other undertying issue. Analysts 


estimate that while the cost at 
developing a game has do 


average 





иеп. sales ап 
up SÛ per cent. In order to make up this 
shortfall 


on as many platiorms 


publishers are releasing their games 
as possibie. This is turn 
"UT 17 Qo dor s he e 


fspace to stock a PS2, Xbox and 


тегіне problems for retailers 





єр е а нү; 
of each Ше and are nervous або 


бапа Iumbered with laf ge amounts of 


35 
Ё 

= 22. 

= X: 

z 52 
= 
= 

E X 

n үл 
= 

L3 A 
5 

5 

+ гү 

қ 

ur 

At 


THe ЧЫ: 1565 1508 төн? 


it 
i "EIER 71 
WIN 


TBA 18H83 1560 THe 


unwanted games, They are, therefore, focusing 


on few big-selling titles, which further 


marginalises the smaller publishers 


со the wave 

Of course, tha game industry has always 
suffered from ups and downs (see Global 
console sales graph below). Hardware 15 
litte software — 


aunen 


ed at a hign price with 
margins are tight and publishers make nuge 
osses as they gear up their studios to develop 
games for the new systems. A couple of y 
ater though, hardware sales peak, premier 
priced software flies off the shelves and 
congratulate themselves on thái business 
acumen. wenty-tour months down the line 
"= 
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Volumes remain nigh but overall valu 
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the percentage of budget n 
Publishers tighten their belts and prepare to hit 
the next financial brickwall. 

The worrying thing is that according to 
this cyclical thinking, 2002 and 2003 should 
where publishers save some 


be the fat years 


шағы ы ааа жой Ёш Жаш Чер: " md UN Leurs 
cash to provide for the next round of lean 


years. Its widely assumed that Microsoft wall 
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attempt to launch its new hardware before 


Sony, forcing a 2004 launch date for Xbox2, 


with PlayStations following іп 2005. Analysts 
predict this will cause а seven per cent drop 
in the US software market in 2004, witi 

5 2003 peak 


back to the market's 


recovery 
delayed until 2006 
But if publishers aren't making money in 
ia, here's a high likelihood they wont 
make m through 


o the next earnings peak 
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This is why 2003 is expected to herald 


US software market 


UK games market 





urchases increases 


Cheap at half the price: 
developers bought out in 2002 


Company: Rare 

Snapped up by: Microsoft for $37 5m (£233m) 
Working on: Kameo and the Perfect Dark 
sequal among others 


Company: Angel Studios 
Snapped up by: Take 2 for $2Bm (Е17т) in cash 
апо 239,679 shares 

Working on: Midnight Club N, Red Dead 


Hevolver and two unannounced tithes 


Company: Barking Dog 

Snapped up by: Таке 2 for $3m (£1.9m) and 
242,450-сай shares 

Working on: an unnamed military sim and 


another unannounced game 


Company: Shiny 
Snapped up by: Infogrames for 547 
Working on: Enter the Matrix 


m (£29m) 


Company: Gray Matter 
Snapped up by: Activision for 133,609 shares 
(60 per cent of company) 


Working on: M'olfenstem Tranchise 


Company: Luxothux 

Snapped up by: Activision [price undisclosed) 
Working on: True Grime: Streets of LA and 
Shrek 

Company: Shaba Games 

Snapped up by: Activision for 258,621 shares 
Working on: Shaun Murray's Pro Wakeboarder 


Company: Massive Entertainment 

Snapped up by: Vivendi Universal Games (price 
undisclosed) 

Working on: Ground Control and Aquahox 
franchises 


Company: Incog 

sapped up by: Sony Computer Entertainment 
America [price undisclosed) 

Working on: War of the Monsters and Twisted 


Mata! franchise 


Company: Particle Systems 

Snapped up by: Argonaut for £2.4m and 
am shares 

Working on: Exo and -War franchise 








EA continues to protect its number one 
thirdparty publisher status with the 
success of lucrative film licences such as 
The Lord of the Rings: The Two Towers, 
which has massively outperformed 
Vivendi Universal's book-licensed game 
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Losers of 2002 


Company: Cryo 
Whai happened Симу treg ic 

кі French publisher was worth over 

cüm bul ts furs to break out of me 

dcormestic marked ecomtinex] wilh nma ig 
from t momet ks Oe daa amd its 
inability to develop even half-decent games 
saw tha company shut down with lange debts 


curi the summer 


Company: Software Greationm 

What happened: With a monthly wage bill af 

£350,000, tho voteran Manchaester-based 

conversion and work-Tor-hire house couldn't 

maintain positive cashflow daosplte its 

relationship with the hes of top pultsners 
ch as EA, THU and Nintendo 


Company: Runecraft 

What happened: Al tho haighi of rs power 
LK-studio Aunecraft had offices in Loods 
Махсус, Taunton and Dewsbury ao wall as à 


CG studio in Birmingham. Despite mao succi 
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What happened: The US publisher 


ai, 

the US Nasdadg exchange at the ond of ZU 
boasimg анат ей нк with fam 
produchon companies Which would Pr Риси 


o top-quality licences. The 


АЕ: ûf games such as Drveni amd 


1 of Fire saw the com прапу Bl Ше a 398m 


Arr) first quarter loss, however, and forced Ine 


sale ot its intemal development studio as well 
as the cancellation of several projects 


previously signed with ШК developers 


Company: Interplay 

What happened: Crippled by debts, Interplay 
hati to sell tts crown jewel, Dawa Pary a Shiny 
studio and the licence to games based on tha 


Matrix’ films. 2007 aiso saw the acrimonious 


departure of founder and CEO Eran Fargo, wha 


гау fell cat with French paront Company 


Titus. and the ЧИГТ уг a cedes ting from Mha 


Nasica SmallCap marked dim bo it nol meeting 


certain minimum isting requirements 
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Pictured collecting опе of the many 
awards won during 2002, some of the 
Rockstar North team behind GTAN will 
be reprising their performance in 2003, 
thanks to the success of GTA: Vice City 


even more mergers, acquisitions and 
restructuring than 2002. 

Companies currantly rumoured to be up for 
sale include Midway and Capcom, while 
Square fulfilled long-term rumours about its 
future by merging with fellow Japanese APG- 
specialist Enix. Other companies vulnerable to 
take-over bids due to low share prices include 
Acclaim, Interplay, Infogrames and Ubi Soft 
Similarly Eidos' rockbottom share price rose 3C 
per cent during November lowing reports 


that Activision was interested in buying it. Other 





percered predators include 
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tema ПРУЕКХИТЕТІІ teams to ensure ther 
next-generation hardware is well supported Dy 
Wgh-Quality launch software. Microsoft, in 
particular, has been linked with pretty гс 
every publisher suffering difficulties during 2002 
Meanwhile, the only company (hal can 
afford to watch the corporate bloodbath of 


1 ii 


a degree or alootness Is, of course, 
Sony. here's no Question That it's competen 
dominated the opposition over me past 2 
months. leaving Nintendo and Microsoft to fight 
or the scraps of joint third place. Maybe that 
was the cryptic meanincg behind Sony's 
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tradere advertising campaign after ай 


Tie ratio 


Reasons to be cheerful: fm sales of GTA 
Ітелетіее ll efarted iha year with Піз shares 
suspended because of financial бете раа 
and a weil by shareholders but ended 200 
pustung Аг тутан hard for second argosi 


tna гатовага Status 


Company; Soy 

Reasons to ba cheerful: 46m PiayStatonia 
Оше по tne combined efforts of tha 
opposition two to one, Sony has won mia Battie 


of the console war. Game over until 2004 


Company: Electronic Arts 

Reasons to be cheerful: Stil number one 

EA's continued status as ihe bellweather Game 
industry company was underlined by Па matus 
as one of the Nasdaq 100 companies and the 
success of Harry Potter, The Lord of the Rings 
FIFA 2003 and Medal af Honor games. 


Company: Hare 

Reasons to be cheerful: $375m (£239m) 

Наге 5 status provided grit for (ha Fairer mill 
for nine months of 2002. Tha oniy surprise 


about Microsoft's acquisition of the UK-studio 


was the high price it ped Tor its Senvicag 


Company. SCi 

Reasons to be cheerful: 12 2m profit tor 

FY2002 After several years of appalling 
financial figures, UK-publisher SCI finally (ита а 
comer thanks to the success of Tim llatan Job 


and Confkct- Desert БМТ 


: | а 
xrruipr Store и Ee To) Dry FON eee Dew | Oe ear wno T 
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james, Oubseners' tardiness in өшін New dames and ihe decino of reyalty paymanta 





many devsiouers have taker we ротна" dolar and chosan to become Tuly-owned mtema studios. not east for 


tha sale of ther staff x Пла бет); ri 











Ю What do you think has been the most significant event in 2002? 


В Are you surprised about the parlous state of many developers and publishers at this stage іп the current hardware cycla? 


E What are you most looking forward to іп 20037 


В What do you think will be the most important development іп 2003? 


Glen O'Connell, director of communications, Rage 


W it's undoubtedly the year of PlayStation2 again. It's gone from 
strength to strength. 


more selective on titles they buy — whether that be truly 
innovative games or those that you spend £10m telling them 
about ~ and those companies that react to that quickest will be 
the ones to survive in the long term. 


| B Xbox continuing to increase its overall market share, the 


online gaming is really all its cracked up to be, Nintendo taking 
more Interest in Europe generally and Sony continuing to do what 
it does best, 


| W Yes, most likely, particularly for the publicly listed companies. But 


the most important thing is managing the downturn by getting as 
much cash in the bank as possible before committing all your 
resources to PS3 and Xbox2. A few more people will also be 
shaken out, but if you're big and strong or mean and lean today 
then you can certainly have a place in this business. 


@ The major factor for publishers will be to manage the software 
pricing downturn that may come during the year, while 2003 is 
also the year when online gaming either starts to catch people's 
imagination or falls flat. 


Glenn Corpes, co-director, Lost Toys 


ж For me it was the release of ico, a thing of wondrous, minimalist 


beauty and the first story-based game I've finished, or even 
cared about, in years. 


% Not really, this round was bound to be worse because publishers 
are even more conservative when it comes to taking risks with 


Ж It won't be quite as bad as Sony's machine won't be во old 
and its dominance will be less complete than last time round. 
It should be slightly less painful for games to switch platforms 
mid-project as they will be far less likely to be built around а 


W Multiplayer will finally start making sense to the mainstream. 
Xbox Live's streamlining of the whole matchmaking process is 
very neat. Sony may well have to do something similar. 


Adrian Pilkington, head of games, Sky 


* The launch of GameCube - a brave move, but for TV gaming it 
was the launch of Tomb Raider on Sky Gamestar which takes TV 
gaming to a different place and the launch of the first TV games 
controller = the Sky Gamepad. 


® Yes, size really counts if you are a publisher, thankfully there are 
exceptions, but there's an inevitability about consolidation in both 
markets. Our developers for TV games, Denki, Mindseye and 
Visionik, have had a good year. 


® Zelda on GameCube and Quake Ill, For TV games there are so 
sophistication, more links with top publishers and the first game 


ж Now there are three hardware players the effect may not be quite 
as strong as it was before the launch of PlayStation2. I'd expect 
some careful choice of titles before the end of the hardware cycle 
to keep game sales moving. 


Ж For consoles, online gaming, but haven't we been saying this for 
years? For TV gaming, multiplayer games, with the launch of Sky 
Gamepad and peer-to-peer gaming across different households. 


Juan Montes, VP and director of technology and 
content solutions, Motorola 


Ж The launch of Atari arcade classic games on colour phones 
in the UK 


а Not ай, t was expected. The impact of higher value productions 
will see developers working in a more structured way with 
recognition for different specialist roles. some of which will be 
brought in just as needed as with films. High costs of production 
publishers and those with a strong catalogue of brands will 
dominate the market. 


% More vibrant mobile games environment plus some real 
innovative developments in console online games. 


* Yes, as the difference between current generation and next 
generation will become less and less from the consumer point ol 
view uniess there starts to be a wide adoption of online games 
and ай made easier by next-gen machines. 


% Location-aware massively online games where players from PC, 


game arid establish exchanges of messages and chat in parallel. 
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lan Baverstock, business developer manager, Kuju 


Ж It has to be the launches of Xbox and GameCube. 


® i'm not surprised as | think the writing has been on the wall for 
some time. The current state of those companies is the result of 
the problems many encountered during the early part of the 
platform transition now feeding through to the bottom of the food 
the capability to make hits will find the going increasingly tough 
as budgets for all aspects of development and publishing 
continue to rise. 


* From a business point of view, l'm looking forward to the 
widespread ownership of Java mobile phones. This should be à 
big market by the end of 2003 and one with a lot of opportunities 
for new ideas, 


* | think the impact will be worse. The development and marketing 
budgets will continue to climb but next time around there will also 
be a big eiement of online gaming and content delivery which will 
further stretch everyone involved. 


% The online multiplayer developments on consoles. This could 
revolutionise the games and the business of making games in 
one go. 


Shahid Ahmad, managing director, START! games 


Ш The sales phenomenon of GTA: Vice City. 


E it's not the hardware cycle that is causing problems. The market 
has been saturated Tor some time: too much product, much of it 
mediocre, there was bound to be fallout. It happens in every 


Ж The release of START! games first funded project. And less 
selfishly, the emergence of new structures in our sector that 
promote and reward creativity and efficiency. 


W | expect it to be much worse. Each successive cycle brings fewer | 


compelling reasons for the consumer to upgrade. Of course, a lat 
of publishers and developers will have fallen by the wayside by 
then, which will lead to even less creativity and further stagnation. 


Ж The Sony/Telewest broadband platform. If anything has the 
potential to change the nature of gaming. including content, 
delivery and costing, this has got to be й. 


| 
| 


| 
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March launch for GBA SP in Europe 


Flip screen, front light, lithium battery: 


Hate to say Edge told you so... 


Significant GBA releases 


Super Monkey Ball Jr 
Sonic Advance 2 
Phantasy Star Chronicles 











TLoZ: A Link to the Past 
GT Advance 3 

Kirby — 

Golden Sun 2 

Advance Wars 2 

Super Mario Advance 4 























intendo of Europe's press conferences 
М have long been extravagant affairs, but 
those attending the January 9 gathering 
expecting choral halletujahs went home 
disappointed. Those desiring something 
more substantial announcement didn't = 
although regular Edge readers won't have 
been as surprised as most. March 28 will 
see the launch of the Game Boy Advanc 
ӘР a compact front-lit version of the 
market-leading (but oft-criticised) handheld. 

The design is similar to the concept 
sketches revealed in E118, à Game & 
Watch style flip screen being the machine's 
defining feature. The system weighs 143g 
and, when folded, measures 82mm by 
84.6mm and is 24. 3mm deep, making it the 
first Game Boy system to fit comfortably in 
users’ pockets. The rechargeable lithium 
Dattery is another feature predicted by 
Edge, although the internal architecture of 
the platform will be absolutely identical to 
the standard GBA, and the addition of 
another two face buttons remains a pipe 
dream for Super Famicom evangelists. Both 
the current face buttons and tha D-pad are 
fiatter than before, but only long-term testing 
will reveal if they prove more comfortable. 
Similar judgement is reserved for the R and 
L buttons, which are much srnaller and lle 
on the back comers of the machina. 

More obviously ludicrous is the omission 
of a headphone socket. This is a portable 
machina, intended for gaming on the go, 










and the decision to leave a headphone 
socket out is incomprehensible — at least for 
those disregarding the financial possibilities. 


A cable plugging into the ‘EXT 2' socket (the 


same socket that the system is charged 
through) acts as a converter, but it is an 
oobonal extra, and must be purchased 
separately. It's another revenue stream for 
sure, but Edge can't help but think it's a 
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shame that it has fo come at the expense of 
the sleek, all-in-one nature of tha device. 
While the most significant change for 
gamers is the front light (which can be 
switched on or off, and provides fractionally 
washed out illumination that'll be familar to 
all users of Triton Labs’ Afterburner kit), the 
major revolution as far as the industry is 
concerned could well be in the aesthetics. 


*This is a portable machine, intended for 
gaming on the go, and the decision to leave a 
headphone socket out is incomprehensible" 
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Advance Wars 2 threatens to ruin lives when it invades Europe in the third quarter of 2003. 
On the SP all games can look this bright (right) but battery life is cut from 18 to 10 hours 







The silver version in particular could easily 
be mistake for a Discman or PDA, and 
Nintendo's positioning of the SP as 
‘aspirational’ hardware appears to indicate a 
desire to draw older gamers to the platform. 
David Gosen, Nintendo of Europe's Head of 
Marketing, was урку agreeable when 
pushed on this in the post-press conference 
Q&A session, citing Тото Haider asan 
indication of the company's adult intentions. 
The rest of the announcement, as well 
as providing another opportunity for Gosen 
to do what he does best- conjure up lucid 
images of Nintendo domination from 


meaningless statistics — revealed the 





company s software line-up for 2003. The 

GameCube firstparty line-up is strong: 
Metroid Prime's will hit Europe on March 21; 
The Legend of Zelda: The Wind Waker gets 
its release оп May 3; Treasures Wanao Word 
appears in June; and F-Zero, Mario Golf, 
1080 Avalanche, Pikmin 2 and Mario Kart 
will ail, inevitable slippage disregarded, see a 
aS reiease sometime late in 2003. 

The highlight of the Game Boy Advance 
release schedule is certainly the sequel to 
Advance Wars, due out in Q3 — the same 
time at which Pocket Monsters trainers wil 
get their next fix, with Pokémon 

Sapphire and Pokémon Ruby. 


Golden Sun 2, one of the highlights of this year's GBA releases and sequel to last year's 
hugely popular portable title should be in your local shop in translated form in the autumn 





A headphone plug-in is available through 
a dedicated jack adaptor cable (above, 
centre) while recharging requires the user 
to be near an electrical outlet = not 
particularly handy if you're on a plane 
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алдап: Japan this month has seen tà 
start of the game's Net Ranking system to 
find the world's best player of Treasure's 
‘delightful shoot ‘am up. Competitors ат 
initially ranked according to country Japan's 
winner Will be: announced In March) with the 


М world championship taking place in July in 


order to make proceedings fairer for western 
players as the tile isn't expected өтте, 





As Edge does (o prese, reves has emerged 


| that the recently announced Square/Enix 


merger, reported last issue, has hit a hitch, А 
МҮМКҮ "Чоп 
on Keizai Snimbun', has indicated that 


nes founder and major shareholder isn’t 


happy with the deals af the merger. Masafumi 
Miyamoto ts apparently unhappy with the. 


> number of shares in the new entity that 


holders of Square shares will receive and 
consequently plans te vote against the 1». 
merger. Consequently the two companies: 
have agreed to alter the terms of the deal: | 


дап Based VETRINA NAR 


| Zed Two: Game Design Studio, Пав been 


acquired by Warthog ‘The company wan) 
IAS RUND DM VA BH se d 
years of development experience. ard some 
major titles between them ~ most recently: 





currently Working on lage IETT and Sticky қ 
Bails (E113), Zed Two joins Warthog's studios. 
in sputhem Sweden ала Cheadie, bringing. 


the company's workforce to 230, 





Videogame industry gets together for Christmas 


Industry shindig raises money for charity and is 
rounded off by distinguished antipodean dame 





he Uk videogame industry 
Т demonstrated its Christmas cheer by 
meeting up for the annual Industry Dinner 
(inDin) in December, in a bid to raise money 
for the entertainment software charity [esc]. 
Taking place at the Savoy Hotel! in London 
the event saw over 300 industry luminaries 
gather to raise funds for the industry charity, 
set up to help underpriviieged youngsters Іп 
2000. Newsreader Martin Lewis was on 
hand to explain the aims and achievements 
of the organisation, while Acclarm's 
Rod Cousens, aiso the chairman of the esc 
and founder of InDin, was оп hand to 
compere the event. 

But it wasn't just about charity. The 
evening also saw a performance by ‘angle 
grinder performance artist’ Rosie the 
Voodoo Princess, and was crowned with a 
performance from Dame Edna Everage, and 
there was the usual amount of carousing 


and networking. The real meat of the 


а male-dominated industry), and 
the handina out of the InDin Awards, Chief 
arnong these was the Industry Achievement 
Award, which went to Stuart Dinsey of 
trade publication, MOV", while Edge itself 
was the recipient of the Consumer 
Magazine of the Year award. 

Cousens was certainly pleased with the 
success of the event, "The InDin was once 


again a great success, bringing together 


the industry leaders and giving them an 
opportunity to socialise but also raise money 
for a good cause. We hope everyone 
enjoyed the night and look forward to 

a successtul event next year.” 





InDin Winners 
The winners of the InDin awards 
in full were as follows: 


Industry Achievement Award: 
Stuart Dinsey, 'MCV" 

Consumer Magazine of the Year: 
Edge 

Handheld Game of the Year: 
Sonic Advance 

Developer of the Year: 

Rockstar North 

Hardware Vendor of the Year: 
Sony 

PC Game of the Year: 

Medal of Honor; Allied Assault 
Console Game of the Year: 
Grand Theft Auto: Vice City 
Software Vendor of the Year: 
Take 2 

Independent Retailer af the Year: 
Software Store and for achievement 
of the year, GameStation 
Multiple Retailer of the Year: 
GAME 


evening night, though, was industry veteran 
Nick Alexander's witty review of the year 
(which did little to dispel the myth that this is 


InDin founder and Acclaim COO, Rod 
Cousens (left). Not to be confused with 
Dame Edna Everage (above) 


Distributor of the Year- 
Centresoft 








Manufacturers prepare for next round in console war 


Key technology partnerships prompt escalation of 
rumours regarding next iteration of console technology 








The next console war has already 
started, and the rumours proliferate 


O14 


Ithough official news is thin on the 

A ground, the race is clearly hotting up 
for the domination of the next round of the 
console war. While Microsoft is widely 
expected to try to steal a march ori Sony 
when it introduces the next iteration of Xbox 
hardware (widely reported to be called Xbox 
Next and realistically expected some time in 
2005), recent developments demonstrate 
that both Sony and Nintendo are also 
gearing up for the next round of home 
console technology, Both companies are 
reportedly putting partnerships in place to 
support their own future hardware. 

Rumours also contend that this years 
ЕЗ will see repackaged versions of the 
current roster of console hardware. It's been 
rumoured that Microsoft has been working 
on an intearated Xbox chipset for some time 
(see Front End, E113), but there is also 
speculation that Sony, too, is working on a 
cheaper variant. More extreme rumours 


suggest that a portable GameCube may 
even be In the works, and though this 
sounds unlikely given the recent 
announcement concerning the Game Boy 
Advance SP. a low-cost, more portable 
version of the console is apparently on the 
cards before the end of the year. 

Although there continues to be some 
supposition that Nintendo may be ready to 
emulate Sega and pull out of the home 
console hardware competition, a recent 
report on Bloomberg suggests that the 
company may Бе in talks with chip-maker 
NEC regarding the processor for a possible 
successor to the GameCube, Sony 
meanwhile has announced that, together 
with Toshiba, it has licensed two high-speed 
memory interfaces from Harnbus 
Technologies; “Yellowstone', a memory to 
microprocessor connection, and 
'Redwood', a chip-to-chip connection, 

"Rambus is and will be the key playar in 


tne ultra high-speed interface technology," 
explained 5СЕ Ken Kutaragi in à 
Statement, “This enables us to create a wide 
range of applications and platforms, from 
high-end systems to digital consumer- 
electronics products within Sony,” But while 
he was keen to emphasise the general 
application of the technology, it's clear that 
the superfast cata transfer that Yellowstone 
and Redwood offer will support the sort of 
blisteringly fast calculations that tha Cell 
chip, under development by Sony, IBM and 
Toshiba and anticipated to power 
PlayStation3, will be capable of. 





E3 opportunity for UK developers 
British Council-sponsored pavilion offers UK videogame 
companies the chance to visit this year’s E3 in Los Angeles 
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UK: State of Play looks set to banish 
memories of half-hearted UK pavilions 
thanks to the ОТІ and the British Council 


Recently Reviewed 


| Ж publishers and developers will be 
given the ороп mity to OC tp inis 


T. EE v3 чи Ше of the oo eenment 
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sponsored ‘UK: State of Play’ pavilion 


Endorsed bv both UK trade associations. 


ELSPA and TIGA, the pavilion is the result of 
a collaboration between the a Dose of 


Trace and Industry and the British Counc 
it's intended to offer publishers and 
developers tne facilities to pursue business 
as Well as acing as а genera SNO window 

r UK talent at this year's ЕЗ, which will 
take place once again at The Los Angeles 
Convention Genter in May. 

Snificantly, the booth won't be 
relegated t to the pi iraatory of Kantia Hall as 
these things usually are, but will instead be 


occupying Some prime real estate, situated 


as it 15. next :o the эсту and Sega stanas m 


Vest Hal. The 2 500 
be designed by Studia Silane ough, and 
will be able to hold up to 60 companies, 


providing them with (he meeting rooms and 


nomia areas to 


conduct all the networking 


and business meetings that they will neec 


Edge brings you a rundown of last (esue's review scores 


Title 


Metroid Prima 
Metroid Fusion 
Battle Engine Aquila 

Dead to Rights 

Kingdom Hearts 

Metal Slug 4 

Rage of the Dragons 

Resident Evil û 

Rygar: The Legendary Adventure 
Shinobi 

Big Mutha Truckers 

Meta! Gear Solid 2: Substance 

Mini Moni Shakkate Tambourine 

Sly Raccoon 

The Getaway 

Contra Advance: The Alien Wars EX 
Unreal Championship 

Defender 

Star Wars Bounty Hunter 





Metroid Prima 





Metroid Fusion 


GBA Nintendo 
Iintogrameas 
Xbox Electronic Arts 
PS2 Square 
Neo-Geo Sun Amusement 
Neo-Geo Playmore 

GC Capcom 

PS2 тесто 





It's also set to return to the show in 


subsedguern! years 
Tha move marks a Growing recognition 


by the government of the significant 
cultural and ECONA TIC contribution mage 
by the videogame industry. It fohows a 
number of other government measures tr 
Support UK Geveriopers and pubpisners 
recent DTI report, "in 


exuberant youth to sustainable maturity’ 


есті as ine 


and the British Council trade mission to 


m 


Japan, of which Edge was a рап 

In order to qualify {ога сасе at the 
pavillon, companies need to mS that 
Юрга or publisning games software is 


ther core business. They also need to be 
registered in the UK, intending to dc 
business at E3, and financially viable. For 


more intormatbon or to apply тога piace оп 


British Council (email 
sanja.morris&brtishcouncil.org Or 
telephone 020 7389 3036) or download 


- “үйін re [ж = 8 Қайсы form from 
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Developer \\ Score 
Retro Studios B 
In-house 

Lost Toys 

Namco 

Square Disney 

Mega Enterprise 

Evoga 

In-house 

In-housa 

Overworks 

Eutechnyx 

in-house 

Sonic Team 

Sucker Punch 

in-house (London Studio) 
In-nouse 

Digital Extremes/Epic Games 
In-house 

LucasArts 


ч =ч йө 


ч чыч =ч 





Kingdom Hearts 
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Слтгісіттта with news that The Getaway 
quickly stormed to chart success, becoming | 
the second fastest seling garme of all time (in 


а seven-day period). Nevertheless, was 


soon ousted Бу Take 25 ОТА: Vice Сау whith 
returned to the top spot in subsequent ^^ 
of a complaint from British Telecom about the 


‘depiction of ans of Its énginwers, Sony has 
agreed to alter the offending sequences In 
forthcoming versions of the game. 


PPE MA Шыны UK publisher 
Codemasters has launched a series of career 


guides on its Website, The guides are aimed | 
at those at а school оу college level interested | 


| (рио ане ү velie 


industry; focusing on graphics, programming 
shed rol They offer a variety of 


New da deb agn THE Network ! 
launching а series of events and conference 

ARN AU Macte Mon ch UE ROM, 
of videogames. Called Gamehotel ~ Games A 





‘Digital Pop Dulture, he first event takes place | 
An Paris on January 30, and will be dedicated 


to wireless ard rhythm action gaming, Guests 
wil include Tetsuya Mizuguchi, the creator of 
Rez, NaraOn-Sha's Kiri Matuwa, and Edge 
columrist Steven: Poole among other quests. 
Visit www gsmiehotal.net for booking, | 
кодно 


L i 1 5 





1 uw uU xL 
C NE NS NCO OW 
|| if N33 Мы... | 
1 “a! |. [ | m. 
] FY FI \ Г i 
1 \ / 
“- 1 ^ FO Zl “ ғҡ J | 
— a Шы — 1 


= et i, ‘ 
\ у A ү \ - $ 
OPER 


Tracking developments in development 








User-generated content i is crucial to having a hit PC title according to developer Relic, 
which is why it’s set up the Relic Developers’ Network for its game Impossible Creatures 











The Relic Developers’ Network provide 
tools, tutorials and plenty of advice for 
all of Relic's games including older 
titles such as Homeworld. One of the 
crucial areas of the RDM is the forum, 
which allows the experience of Relic's 
development teams to filter down to 
those out to create their own versions 





ver since the phenomenal success 
Е of Half-Life mod Counter-Strike, 
PC developers have been acutely 
aware of tne importance of allowing 
players to create their own levels, 
characters and scenarios. Not only 
does the approach massively proiong 
the shelf life of the original game = Half- 
Lite was released back in 1998 but 
when it and its mods are taken Into 
account it's still the most-played PC 
game- but it allows developers to 
regularly ship additional mission packs, 
which are relatively chieap to develop. 

Developers such as Gas Powered 
Games and Bioware are both ensunng 
the longevity of ther 2002 releases, 
Dungeon Siege and Neverwinter Nights 
respectively by making editing tools 

available to their communities as well 

as hosting tice do content on 
their Websites. Canadian studio Relic 
has Gone one stage further however 
with its just released fin US) RTS title 
Impossible Creatures. Not content with 
releasing a set of tools allowing users 
to make their own game mods, it's set 
up the Relic Developers’ Network. 

structured around a Website full of 
downloads, tutorials and forums, the 
HDN also underpins the commercial 
realities of game development 
Members are signed up on what Relic 
calls a Level 1 basis, which provides 
access to all editing tools and message 
boards. Those mods which 
demonstrate potential will be invited to 
Level 2 status, which entities them to 
limited support from Relic's 
development team, while Level 3 status 
will see Relic co-develop the mod to 
the point of retail release. 

"In tha PG space it's becoming 
increasingly necessary to develop 


The retail version of Impossible Creatures puts players in a 1920s-era environment where 
they have to build mutant armies of creatures such as lobster sharks and fish cheetahs 
to save the world. It should provide the mod community with plenty of ammunition 
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games that аге almost entertainment 
operating systems rather than 

standalone products,” explains Ron 
Моғамек, Relics chief operating officer. 
Appropriately Relic's publishing partner 
for impossible Creatures is Microsoft, 
which makes the operating system 
metaphor even more apt. "For idi 
games to be successful they need 
be expandable and extensible to 
enable the community to create their 
own content," Moravek continues. 
"This 6 great for both the users 
themselves and the developers. It 
creates a ton of new content while 
keeping the franchise alive for longer. 

Relic itself first realised the 
importance of opening up its games 
following the release of its debut, 
Homeword, Despite being a critical 
and commercial success, many 
hardcore gamers complained it was 
extremely difficult to modify. This wasn't 
surprising as it hadn't been designed in 
such as manner. No rnatter, the 
hardcore just reverse-engineered it. 
The result was over 20 versions 
including ‘Star Trek’, “Star Wars’, 
‘Babylon 5° and ‘Battlestar Galactica’ 
mods. “When Homeworld was 
complete we saw a huge surge in the 
community creating mods. We knew 
right away what we would do in all of 
our future products," says Moravek. 
Homeworld modding is now supported 
through RDN. 

Cleary there are downsides to 
embracing such openness though. 
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"In order for the tools to be as qood as 
they are, we needed to implement a lot 
of additional features and usability 
upgrades," Moravek concedes, "It 
increased both the cost and time for 
making the product." Although not 
massively раар цис 
Creatures’ release date did slip six 
months for example. 

But even prior to the game's 
release, the RDN boasted around 
2,300 downloads of its editing tools 
and 800 active members, a number 
that is certam to arow in the coming 
months. “Realistically we're hoping for 
20-30 mods in the first six months after 
launch," Могауек muses. "Imagine if 
СТАП! had new missions coming out 

uarterly? Yikes! | would never 
come to work..." 


Tools of the trade 

Weighing in at a whopping 145Mb, Relic's 
Impossible Creatures" Tool Installer isn't one tor 
modders without a broadband connection but at 
least it does contain all the tools required to start 
creating mods. Components include a mission 
editor to create maps and place objects and triggers 
in environments; an FX editor to create creature 
attacks and structure animations; an object editor to 
edit objects and an exporter to convert 3ds max 
objects into the .sqm format used by Impossible 


Creatures. Object creation itself is handled by 


Discreet's gmax 3D content creation package — 
ate 24Mb download. 
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It's пої іп the hardware business anymore, but Sega.com is back іп 
the US, hosting online games for PlayStation2 and GameCube 


return of Sega 





БА: 
total time 
00:22 
fastest lap 
009000 
lap time 
00 27 
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The first non-Sega game to use Sega.com's SNAP online technology will be Capcom's 
cel-shaded racer Auto Modellista, which is scheduled for release in March in the US 
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Sega.com was always a more 
autonomous operation than Sega 
Europe's online division, which was sel 
up in согушса with НІ, That was 
shut down following Sega's reinvention 
as a thirdparty publisher, but in the US, 


Sega com survived, continuing as a 
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vendors towards onime gaming, 
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Although Sega Europe's online division 
was closed after Sega became a thirdparty 
publisher, Sega.com has thrived in the US 


ver is Starting to pay dividends, it has 
Іле technical ехрепепсе to get oniine 


games ир and running as wel as tha 
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Modellista using Sega.com's Sega 
Network Application Package (SNAP) 
Due to be released in March, Auto 
Modellista allows players to race against 
up {б eight other drivers опіпе, 
‘Having shipped more than 17 
| 


networked console сагпев to date 


Seog is the 
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supporting the technology backbone, 
says Ryoichi Shiratsuchi, CEO of 
беда сот and Sega's general manag 
of network business. Most of Sega's 
current and upcoming aniline console 
games use SNAP including Айел Front 
Online, Out Trigger, Bomberman Online 
and the Sega Sports titles 

From bi nding the first high-speed 


nine console gaming network to 


oftenng Nintendo GameCube and 
PlayStation2 developers a solution fo 
прелепи Btwork Gaming 

J 
environment with SNAR Sega.com is 


truly committed to the future af the 


Shiratsuchi continued 





This market should be particularly 
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other companies. Sega.com has signed 
middleware deals with both hardware 
manufacturers. Microsoft, on the other 
hand, forces publishers to use its own 
hosting services for online Xbox games. 
"Keeping in une with our open 
approach to the market, we welcome 
Sega.com' decision to offer technology 
and network services Tor опіпе 


gaming," says Andrew House 
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ne of the core benefits of the 
FlayStation2 online model is to allow 
companies to take advantage of 
existing knowledge, investment and 
efficiencies, Sega com will be able to 
help accelerate online game 
development with the release of its 
middleware solution, SNAP" 


Jim Merrick, former director of 
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our developers to focus on creating 
great games without worrying about the 
challanges of maintaining a 


network gaming environment.” 


Snap to it 
There are two basic components to SNAP. The 
first is a software development kit (SDK), which 
enables developers to provide online 
functionality within their games. The second 
part is the actual hosting of games. This 
includes ; to a fast network backbone to 
ensure low-latency gaming combined with 
intergame communications services as well as 
community building tools. Cheating is 
bated by a secure user authentication, 

which also links to the system's billing 
mechanism. Reporting technologies enable 
асаегх, tournaments, rankings and other 
Stats-Dased activities that are crucial to 
cultivating a game's online community 

In addition to SNAP's core communications, 
authentication and reporting technologies, 
game developers and publishers can benefit 


from an array of optional services, providing a 


full network solution. SNAP services are 
designed to assist with the operation 
Maintenance, ar id develop nent of a network 
game environment, including server hosting, 
billing, consulting, and quality assurance 
testing. With SNAP hosting, game developers 
and publishers can take advantage of more 


than 100 scalable servers already installed 


across the US 
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Most online Dreamcast titles released in the US, such as 
Out Trigger, Alien Front Online and Bomberman Online, 
relied on SNAP technology. Sega has also used SNAP to 
host its current online PlayStation2 games, particularly 
Sega Sports games, such as the popular NFL2K3 
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Edge has more friends than you. Look! Just look at all 
those names! And they all love us! Really love us! 
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| Hioh on Ме: Minter and his merry men relax after 
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Lionhead's card, winner of second place in the 
Edge Christmas card competition, Congratulations 
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32. Yak to the Future 


UK: "Гуе been to the year 3000 - not much has changed, but 
they мей under water," sing pure pop heroes Busted. Hold up, 


you hasty youngsters — Edge thinks you might have been fooled 
by Warp Records’ subaquatic Winter Landon Rave on Degember 
20. 2002, where Jeff Minter and three fri 
grade lightshow. The four-hour display was 
dancefloor, powered by wireless controllers and an early version of 
VL M-3, "the world's first simultaneous four-user interactive 
iahtsynth." Onlookers were said to be “enthralled” and “LOVING 
IT!" and, oddly, "Louis Theroux.” So no, it wasn't the year 3000, 
but, sure, it seemed like The Future at the time. And Minter? Well, 
Edge doesn't know how you could mistake him for your great 
granddaughter, but yeah, he's pretty fine 


iends put on an atomic- 


controlled from the 


great, great, Great а 


сзаз Card sharps 


UK: A biaup to Bite PR who sent us quite the most — would 
ghastly” be too cruel? — card this year. Okay, bling bling parodies 
are a bit 2001, but oh, 
reprinting here. Our favourite, however, was Namco5 cartoon 
Haihachi Santa surrounded by members of his Tekken family. 

te and understated missive — though 


the effort it must've taken. Vall worth 


Credit, too, to Lionhead's cu 
Peter's signature didn’ appear 
then. And in third place: a piece Ф, empty white paper, two 


and a list of instructions. Not particularly festive; but 


iside, so no eBay profit from that, 


Cr. ayons 


PR's greeting was inventive and unusual 


Hed Lorry Yellow Lory 
Thanks to everyone who cheered us up dunng our hideous 


Christmas deadline. 


' е across between Marx апа 
tz with added Hun-hate and a bit of 


an Constantine and Trinny Woodall 
(the turpitude of the tight clothes wearer).” 


The ‘Guardian's Zoe Willems assesses the state of ydeogaming, In an 
aride called "Unfair Play”. Edge holds its breath; expects the worst 


“Well, | never thought га be putting a 
computer game on the cover of ‘Sleaze’. 
But then, | never thought computer games 
would get to the point where they'd be of 
interest to me." 




















Steve Slocombe, editor of ‘Sleaze Nation’; on putting 


ОТА: Vice City on the cover of his magazine 
"What is happening on the field and what 
is happening in the videogames IS 
different right now" 

Mark Holtzman, the NFLs senior мов presidant of consumer 
products, announces that the NFL will be reviewing its contract wath the 
Wdeogarne Industry folowing Goncems that over-the-top hits in Games 

could lead to on-pitch brutasty in real Ме 


“These are young men at an 
impressionable age, lacking 
and boundaries” 


Assistant commissioner of tna Metropolitan Роса TE 
explains why rap music and shoot "am up videogames ca 


Miyamoto pom 


Japan: Presumably in an attempt at shedding his company's 
Kicidy image, Nive Veta has been educating the readers o 
“Weekly Playboy’ (not seemingly part of Hefner s empire) 
magazine about the merits of the latest zelda and Tortheoming 
Pikmin 2 games. While in the newsagents Edge felt it wise to 
consult other publications капа, attracted by a great article on 
Subaru's Impreza WRX STI, it came across bi weekly erotic 
publication ‘Sabra’ си aly te to notice Mario's creator again happily 
smiling from within the pages, seemingly unperturbed by the filth 
surrounding him. Obviously keen to keep.on top of further 
revelations, subscriptions to both mags have since been sorted. 


Bikini overkill 


Japan: Glance fight and meet Sexy Beach, Japanese hentai 
specialists Illusions latest work and arguably the most canny 
release of 2002. Appearing just before Christmas, and a month 
before Dead or Alive Xtreme Beach vo ye жа, баху Beach offers 
similar thls to кык Ше —the Sun-drenched beach, the bikinis 
the realistic flesh physics and the gratuitous posing — but boldly 
dispenses entirely with the whole volleyball pratence. Edge 
sandy seduction hasn't extended past the limits of the 











downloadable demo, which lets you apply tanning oil to the 
virtual girl's physique, but expects that the finished version will not 
require a nude patch, Sexy Beach is only available If you re m 
Japan; more information at www,illusion.co.Jp 


Marble madness 


US: They say that the best games often appear late on in a 
consoles life, as coders adjust to the machine's architecture. 

If that's true then Marble Craze might wel be — get this, 
hyperbole tans — the best gane ever, following its release late 
last year for the Мал 2600. Skip back 20 years, and imagine if 
Nagoshi-san was more interested in Atari than Drambuie 

Paul Slocum's work is Super Monkey Ball made retro, requiring 
the player to guide а ball through 18 increasingly precarious 
mazes using two paddies, one for the vertical movement and 
one for the horizontal. Edge expects a new РОР-1 release in 
for review any day now. More info оп Paul's. Atari Projects 


page at mttp/qotie.net 





Data Stream 


November's US sales of Mola komiai 345,000 














































































November's US combined sales of Dr Muto, Defender and Haven; | 
Cal! af the King; 21, 000 

Michway's estimated current value: $204m (£127) 

Amount one Edge far | has рай | r sue zen of the publica x on: £500 
Year the pop ular Website Friends a RE EN j | 
Number of statt employed at Friends Reunited: 10 — ы " | 
Esim: ated a amount Fnends Reunited is XEN tec to 569 dor ma year .£25m | 
Nu Ex а chived work, inciuding valu abe tomes on the | 
subject of Al, destroyed Іп а fire at Edinburgh's School of informaics: 40 





















№ mbar ot Ж үе xe starter Br kits Б eod n Amen CH Since the Servic 
inched in Nevermiber 2002 250 000 


EA е5 in the LIE i al formats too 20 durina the month of December: 6 


25 clocked up by EA in the UK during December 2 




















ales clocked up by its closest competitor, Take 2, di dq Ihe same 
montn: £27m 
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| Look, Edge bought it for the coding, okay? There 
is some very good coding, Edge likes the coding | 
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Enter ie Marble Faces! Тү ihe pew OA and 
mio! |ткагізіз races me ай the rage Guides poun 
semana салған chara; НЕМАТ mecrgasmapty 
Cfo levels io add іс your points. Coiler 
pones Dang fo gam miira pomts aene trag 

Dort ien. pour musti! 





| PN | IAN AN Next up for retro translation: a Spectrum version of 
i} | | Halo, and СТАЛІ on the Dragon 32. Hopefully 
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Giestion: Haw; 20 yan d afi luc e; ШЕТ Sunnis | 


û 
15 


Hook? ANB er: left ا‎ B Дел Шан luit 


BUY JIVE CDs & DVDs, 
GET Xbox & 0-70-61! 


File RED û Б йай. ар 


"| bet you didn't think that it would come‘crashing 
down, no." With Raiko, it's practically a certainty 


Is that Quake in your pocket, or are you just pleased 


to see Edge? That doesn't really work, does it? 
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work is excellent. Go see it moving at its Website 


US: Dragon's Lair — digital proof that, no, they don't make ‘em like 
they used to, and we should all be very thankful = is back again, 
and its even more static than usual. The ‘Dragon's Lair comic 
books, signed to МУ Creations in a terrifying ‘unlimited tite, deal, 
will feature the adventures of Dirk the Daring, Princess Daphne 
and other Bluth-created characters. "We're thrilled to work with 
MV Creations in creating another medium so Dragon's Lair fans 
can continue their adventures with Dirk the Daring even when 
they're not playing the game," says Rick Dyer, president and 
CEO of Dragons Lair LLC, Dragonstone Software and the game's 
onginal designer. “You can дау Dragon's Lair?" replies Edge, 


Hit me baby 


Japan: Pick up a gossip mag at the moment and it's all about 
Britney and Justin. Timberlake's new single ‘Cry Me a Fiver 
implying that their relationship ended because of Britney's 
preference Tor an unnamed thirdparty. Now, far be it from Edge 
to gossip, but it appears that shes been spending a lot of time 


r 


with OTO. Grs Ваіко lately, which gives surprising credence to 
Microsoft's previous claim that the Xbox played some part in the 
breakup. Britney's voicing an ad campaign for the game in Japan, 
and from December 11 to January 25, Japanese 
CO/DVD/Games chain Tsutaya gave a lottery ticket to consumers 
buying а CD on the Jive label. The prize draw included 150 


Xbox/Q. TO.GI packs, countless copies of the О. FOG 
soundtrack and foin of Britney DVDs. 


me | 
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UK: While some attribute the sad death of Crawfish down to 
morally dubious practice of publishers delaying payments, others 
attribute it to a wider malaise: that there's simply no money in the 
stuttering GBA market. Edge hopes that Pocketeers, founded by 
British developers Matthew Hopwood and David Garrison, finds a 
way around that, because the work on display at its Website looks 
very Promising indeed. Its certainly the best 30 work on the 
platform; a football game and a thirdperson adventure are 
impressive enough, but the shots of its (unlicensed port of Quake 
are simply stunning. Cunous publishers who intend to pay their 


developers on time should visit www.pocketeers.com 


Continue 


Zoe Williams 

Ubiquitous commentator in positive gaming commentary shock 
Mothers Against Videogame Violence 

So it turns out you can make this stuff up 

The weather 

Minus 8*C? Guess Edge'll stay in and play Prime, then 
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Look, you don't live — near Edge s mom 
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No gameplay footage and misleading voiceover = confused parents 


The we: 
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Minus 9°C? Oh, not another slippy slidey ice world level 











series’ main BMG and Edge isn't about to spoil the 
al the advert's end sucoinctly puts К. "There is some 
emotion you can only experience in a videogame.” 
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Baxter takes tha anthropbormorphic route 


In his version at least, Бот years ago scarnpers a гаї-1ке 
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As part of his probation, he's not allowed to use a computer | | 
so writing either the manual of “How to Hack’ or ‘Every Hack | | | 
Г 
Ever Did’ probably isn’t in his best interests. Instead the book | | 
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than this, with Mitnick illustrating his points with reportedly real | have seen many of the games here before, but 


| there are stil a few surprises. like the irrepressibly 

$10m from a US bank just by knowing three intemal code |. funky dance:-matcbing game and a good deal more 

numbers, and the hacker who reconfiaured the phone network | hat Edge couldn't even begin to make sansa of, 
| 


; E 1 ^" 
lile situations. Bast examples include Stanley Rifkin, who hacked 


Тһе jigsaw puzzles are absorbing too, with some 
oOutaoing. calls. Stil. this Et the book Minick ia obviously рал дану beautiful nonsense in the animated 

| section, Edge s favourite being "Octopus of Four 
Feet’, But the real reason Edge implores you to 
Мей is fhe excellent Zookeeper, a work of cule 
genius which mixes classic timewaster Beiewelled 
with pixelated animals, and will quite likely 
consume whole afternoons ot your Ме, 26,790, | 
then, Be сатіи of the babes. HM | 


to a prison so his partner-in-cnme could make untapped 
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| kide management talk in a language 
| | they've made up themselves, mostly to 
make the job of selling stuff seem more 
complex than it is. Tangent: RedEye's never been 
much of a baker, but he's pretty sure if you sat in сп 
the patisserie industry's biannual conference, you'd 
find men in slightly rumpled, il-fitting suits talking 
upselling every custard slice into a pack of four. 
Upselling, doublespeak-be-damned, is conning the 
consumer into buying more than they really want. 
You're buying a PS2? You'l want a multitap. Cube? 
You worrt get the most out of your games without a 
GBA, And you'll want а frontlight with that, and а 
copy of Yoshi's Island, and hey, how about a hint 
book? Nah. Sure, RedEye isn't the greatest garner in 
the world. But, thinking about it, he knows who is, 
(Consider that for a moment. The Greatest 
Gamer in the World. Our God, ff you want, or at least 


the God ol those who care about better scores, 
quicker laps, faster reactions, higher stats. Screw 
Sujoy, Fatality, Big Boy Barry et al: watch the pupis | 
fick and narrow оп a single pixel, touch those печег- 
cramping hypersensitive thumbs, scrape a fleck of 
dandruff from the scalp that hides the brain that 
God, Raelians, if you're going to clone sorneone, 
clone them: һе- or maybe it's a she—is the 
Greatest Gamer in the World!) 

RedEye pauses for a moment, and guesses that 
he would be in the top 10,000 gamers in the word, 
Top 1,000 maybe a tew years ago, but not anymore, 
not Since age atrophied his reactions past the point 
where practice will ever again make perfect. 
Although it's all very difficult to quantity, of course. 
The Greatest Gamer in the World needs genius in 
breadth and depth across ай forms of game. Ha—or 
she, because maybe RedEye's going to give some 
of you a new teenage gin crush in a moment, 
children — is not weak at anything. New games 
they've hit the shelves, RedEye knows the Greatest 
Gamer in the World, or at least where you can find 
them, and he's going to tell you who it is. Now. 

Well, in a moment. First, an aside. Regular 
readers wil be aware of RedEye's feelings towards 
Xbox Live — briefly, that it 5 a fantastic invention that 


dreamt of as a younger gamer, many of which 
involve pretending to be a teenage giri. Several of the 
Xbox Live games contain league tables which 
nominally rank players according to their 
performance, but actually rank them according to 
how good they are at cheating. in MotoGP, winners 
cut comers; In Unreal, they tum off the console 
when they're losing. Obviously, the highs of the Live 
ladders are not where you will find the Greatest 
Garner in the World; they are where you will find 
Which isn't to say the Greatest Gamer in the 
World doesn't brag about their exploits = put more of 
that later. There are some garnes, such as Ubi Soft's 
don't affer any kind of Internet gaming. Instead, 
and missions and such, as a bonus for those 


REDEYE 


A sideways look at the videogame industry 


committed to Live. Only it doesn't take a genius to 
see that it's not really a bonus at all - that players are 
just getting a cut-down game in the first place, with 
the option of downicadng what they should be 
getting in the box. Uniess, of course, you can't get 
broadband, in which case you're screwed. Bargain. 


The only way that Prima could get that 
information, short of having The Greatest Gamer in 
the World on staff, is if It got it straight from source, ® 
So a theory: the developer makes the game, and, 
The publisher pimps maps, cheats and solutions 
straight to a thindparty, who distributes the 
information to thousand monkeys with a thousand 
copies of Quark. Eyes light up with dollar sions, and 
the money starts to come in. Everyone wins. 

Do they? Doubtful. What's in it for them if the 
game's well-balanced? No one's going to buy a 
guide for something they can crack In a couple of 
more complex, manuals are getting thinner? If 
publishers put too much information in there, then 
what's left to reveal in ‘Game X: The Ultimate 
Guide"? Keep it vague. Upselt. 





And they upsel you for every penny. A publisher 
can sell you half a product as tne full thing, and the 
rest for twice the price at the same time, because 
youl have read in magazines, which get everything 
for free, that The Experience isn't The Same Without 
This. It's why the PS2 only has two tront ports, and 


"There's only one place the Greatest Gamer in the World could 
possibly work... unless something underhand is going on" 


Anyway, back to that Greatest Gamer in the 
World. Littie backtrack at this paint, because Redeye 
hasn't been entirely honest, He doesn't know the 
name af the Greatest Gamer in the World. He just 
knows where they work, There's only one place they 
could possibly work, because there's one business 
something underhand is gong on. The Greatest 
Garner in the World works at Prima Games. 

Think about it. Every time a major game comes 
out, even somathing whose development 
theoretically takes place in nuciear-grade secrecy 
such as Mario Sunshine, there's a Prima guide on 
tha shelf the same day. Hell, major games chains 
bundle them together — "Listen, Kids, we want you to 
spend 45 quid on this game, and then another ten 
опа book to completely ruin it Tor you." Imagine 
having that power, though. The power to destroy а 
game before it's even out. Unless... hold on. 
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why the Xbox needs a DVD Kit, and why you're a 
second class citizen in Animal Crossing without a 
GBA, It's like when Take 2 split Serious Sam in half, 
but even that's got nothing on the worst offender, 
This is what started RedEye thinking about 
instaiment culture — that and a mouthy baker 
pushing cakes like they were stardust. Nintendo's 
Advance SP It's gorgeous, it's — for the first time ever 
= quality gaming that fits in your pocket. It's a 
portable gaming machine, except there's no 
showing up your Competitors with the ultimate 
upsell, breaking your Own aesthetics for an extra 
buck. Anyone want to guess the management 
speak for its strategy? Easy. Being bastards. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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| ill them. it appears to be a compeling offer. 

| Inthe past few years a breed of games has 
attained great popularity in which violence is no 
longer the knee-jerk reflex of the twitch shooter, but a 
carefully planned and deliberate action. Welcome to 

ideas of concealment and careful killing had been 
around for a reasonably long time in 2D games, but it 
is only since the attainment of solid 3D environments, 
along with improvements in character detail, that true 
avoidance of discovery by enemies. It is then only а 


of the genre today: Hitman 2, 





ter to apply to an accomplished and enjoyable game, 
but what description fits better? There is clearly а 
qualitative difference, а change in feal and emotion, 
between the fantasy wargames of something like 
Halo and lo's exquisitely planned assassinations. 
payctf of increased naturalism in its own training level, 
where the player is taught how to use the game's 
Qarroting device, the fbe wire, on a scarecrow in the 
on this stuffed dummy is a purely mechanical 
this would be merely a formal puzzle, like the 
disappointing VR missions in MGS Substance. 
In tha world of Hitman 2, it becomes a Kill, 

Hitman 2 recognises that the sadistic pleasure to 
be had from killing as many enemies as possible в a 
valid way to enjoy the game: on the other hand, it 
holds out a carrot for those who wish to refine their 
Skis and withhold ther violence sufficiently to receive 
along this axis — between the twin poles of kill- 
such as whether you have time to anaesthetise a 














Russian civilian on the underground, or whether you 
need to knife him to death and steal hs clothes 
before he alerts a patrofing infantryman — are made 


in Splinter Сей, on the other hand, killing a certain 
number of civilians resuits in instant failure, and other 
this does enforce proper exploitation of the game's 
excellent hide-and-seek mechanics, a feeling of top- 
down arbitrariness to these rules is exacerbated by 
mission. When you are first there, killing is off limits, 
reasons, suddenly everyone is ће fodder 

Spinter Cal's modes ot careful killing — the 
- are nicely engineered, but what the game really 
proves is that murder simulators depend just as 
much on environmental awareness as a repertoire of 


en Poole 


developed and finessed from the days of Thief, can 


be compromised by the dubious Al — guards alerted 
by a single pistol ncochet can instantly develop the 
= but it provides ample opportunity for silently crowing 


those you are fooling are worth being fooled – that 
where Splinter Cef's illusion can regularly crumble: its 
Al is far inferior to the behaviour of MGS2's guards. 
Hitman 2, however, goes further in the 
opportunity it affords to really test your informational 
superiority, by walking past enemies in full dayiight 
protected by nothing more than an appropriate outfit. 
The game's use of disguises Із brillanti conceived: 
particularly in the fact that they can be bellevably 
roadblock sentries in St Petersburg find nothing 
suspicious about you when you are reasonably far 
away and dressed like them, but get too close and 
they үйі notice that you are сатуға a sniper rifle 
instead of one of ther own standard-issue AK-475. 
You might say that in a really good murder 
simulator the actual murder is the icing on the cake. 
Some levels in Hitman 2 can demand as much 
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thought and imagination as a tactical sim like 
choose to whack on the way to your goal, the final 
kill evinces not a mere psychopathic thrill but a 
serene sense of accomplishment. It's time to bite 
off the end of a cigar and say with George Peppard: 


"Violence is no longer the knee-jerk reflex of the twitch shooter, but a 
carefully planned action. Welcome to the world of the murder simulator" 


"На! You don't even know I'm here!" as а guard 
walks past within inches of your crouched form. 
make almost tangible a pleasurable feeling of 
Emergency is not a murder simulator, because there 
is no contextual engineering, no sense of rhythm and 
discovery. The same is true of its big brother. GAN: 


(consequences can be neutraised. 


А real murder simulator is about the primal, one- 
on-one encounter with a worthy foe, over whom you 
there; he does not. But in order to luxuriate in such 
superiority, you have to believe at some level that 


"| love it when a plan comes together." 

But then, of course, you watch the walls of your 
toolshed fill up with new toys, and probably you 
won't be able to resist trying them out on a few 
unsuspecting guards in the next mission. Silent 
Assassin can wait: it's time for a few more gratuitous 
murders. Remembering the furore over Hitman 25 
depiction of Sikhs and the game's subsequent 
recoding. one is reminded that а naturalistic ste 
always has political implications. And it remains to be 
seen for how much longer the ante of realism can be 
raised in the murder sm before we begin to fing it 


Steven Poole is the author of ‘Trigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
Email: steven_poole@mac.com 
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ave you been to the cinema lately? 
-—— | {гү to go as often as | can. А film l've 

been thinking about recently was ‘Men 
in Black Il, which | think 15 a Very easy 
production to enjoy, You don't even need to 
have seen the previous film — you just sit there 
and take it all in. It's a basic thrill, but well done, 
and one that is ever more rare these days. It has 
dreams, challenges, а well-designed world and 
a solid storyline, all mixed together to provide a 
great, if disposable experience for the limited 
time the гпоме lasts. 

So what makes ‘MIBII' different from other 
films that possess tne same attributes? 1 would 
point at its rhythm and tempo as the core 
reasons for its success, and | believe the same 
applies to games - that, essentially, games with 
bad rhythm and tempo are awful: even if the 
ideas are good, the erratic pace hides them, and 


it becomes useless. A month ago | was at the 
Tokyo International Computer Graphics Festival, 
where | had been invited to talk. | was asked 
this: “When you develop a driving game, what 
da you care about the most, or what do you 
think about?" | knew my response instantly. 
“When | develop a game,” | replied, “not only 
driving games, rhythm is the factor | care the 
most about." It is an obvious statement to me, 
but the attendees cid not appear to understand 
it vary well. | tried to explain, but time was short 
and | wasn't able to make my point clearly. So 
let me try to do that here. 

As | said at the conference, rhythm is 
commonly associated to music, right? So, what 
is rhythm about in music? In simple terms, it is 
about timing or, more explicitly, it is a rule which 
instruments follow in order to render a given 
track. Tempo, оп the other hand, is about 
tension ~ speed control. When you increase the 
tempo, that accelerates the music. Doing the 
opposite will obviously siow it down 

There are two elements in music. The first 
is the music score displaying the place of the 
tones — rhythm = and the second is when you 
make them - tempo. The combination of the 
two allows you to reproduce a given track. 

It allows musicians to. combine several 


instruments together, so each will have its part, 
still within the two rules. 

Is that clear? The orchestra conductor uses 
these two rules to reproduce a music score, and 
as his level of skill increases, you see two more 
factors being added: intensity and style, Let's 
apply this to videogames. Game creators are 
conductors. Take the example of driving games. 
The concept can be analogised to music types, 
Of which there are many: rock, classic, pop, 
samba, and so on. Setting the concept defines 
the game. Let's choose rock, particularly heavy 
metal. The tempo is fast, so we should think 
about courses in that respect: dynamic, wilcl, 
with lots of intense changes as you race through. 
The road should not be smooth, it should 
feature lots of banks, bumps and curves. But 
that's just one lap, and it's not sufficient to really 
rock, "Okay then, how do you do that?" you 
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Toshihiro Nagoshi, president, 


may ask. Look at it like this: there's a straight, а 
long wide view down a large track. You're going 
fast. You experience amiely over what's coming 
next. And then you start to hear the music... 
Let's drive. Suddenly, theres a drop. The 


climax of the music track! The jong and great 
guitar solo begins as you drift around the long 
curve. As the guitar solo епсіз, you're filled with 
a new sensation, straightening up, and ready to 
start your second nun. 

Wall, that's how | see it. Writing this | can just 
feel me driving. | haven't even thought about 
backgrounds yet, just structure. If your game 
concept is well designed, the course designer 
will have no trouble producing backgrounds to 
match the game concept. Anyway, returning to 
the conducting analogy, the curves and bumps 
give the tempo of the game, while the handling 
provides the rhythm. Get it ight, with the right 
visuals, and | think you would be able to rock 
quite hard. Of course, if you put blues music in 
there, all your efforts will be in vain. So, yes, you 
will have to use a good old heavy metal tune to 
perfect the game's impact. 


Amusement Vision 





There is something else | always do when | 
design a circuit. ldo a lap, and write down 
exactly how many times | turned lett or nant, 
and for how long. This seems like a srnall detail, 
but it's sa important. It's natural that the first 3D 


"Put blues music in a driving game and all your efforts will be in vain. 
You have to use good old heavy metal to perfect the game's impact" 


angle is gut-wrenching, and the road is getting 
narrower. You fear you're going to crash against 
the barriers. And while the tension is at its peak, 
the intro is over, and the main part of the track is 
about to begin, The road veers upwards into а 
steep hill which twists into banks that dety 
gravity anc corkscrew around. As you speed up, 
other cars Swann around you, bumping each 
other, weaving in front and behind. This section 
is designed to give you a taste of the game — as 
you twist through it, the guitars crash, giving you 
a great feeling. Then comes the ‘sneaky’ part, 
composed of gentie right and leit curves, 
allowing players to drop their auard just in time 
for — the guitars crash again —a hard, 
unexpectedly steep hill to increase the tension 
again. At its peak, your car leaves the ground, 
and the view reveals a hell of a bend, This is the 


IE 


model of the course you have designed may 
not fit your expectations, and that's when you 
use your data. “Right, папі, left three seconds, 
then a little left and suddenly right, again left..." 
You can tell where it's different from the rythm 
you wanted to give players, so you fix it, More 
intense investigations may find that the handling 
on the first and second laps differs, and, 
moreover, even if you think the handling is great, 
a beginner may say otherwise. To correct all 
these points, you need data. Does this remind 
уои of anything? Yes, its very similar to writing a 
music score — so perhaps composer is a better 
comparison than conductor. Whatever, I'll try my 
hardest to create the best music possible. 





Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft RED #4 
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irst, | power on my computer to start to 

work... Then, | go to the company's 

cafeteria in order to buy a coffee. | don't forget 
to smoke my first cigarette of the day 
as well, Back to my desk, | check my emails while 
drinking my coffee. After replying if necessary to 
these emails, | power on my PlayStation2 and its 
monitor as well... | login to Vana'diel, the world с? 
Final Fantasy XI, You know this is the MMRPG, 
the main attraction of Square's PlayOnlina. | 
check for the money (GIL) | got fram the shop 
where | put some items for sell. | also check for 
any items some friends have sent me and | һауе 
a look on my character's status. Well, I'm not ready 
to work... 

| was asked to do a review of the year for my 

final column of 2002 but since Final Fantasy XT's 
release on May 16 this year, this has been my 
everyday Ше until now. | am sorry to be talking 


ТЫТОКҮ0О GAME 


about it once again but what time | have spent 
on this game! | even forget to go home, staying in 
front of the screen for hours. At the end, | have 
to sleep under my desk, | always have a camp 
bed in case this happens. Then, at the stroke of 
noon on November 26, 2002, that news awoke 
ma from my sleep under my desk. 
Towards the end of the year, a big news 
story stunned the industry іп Japan. Yes, these 
two giants, Square and Enix, have officially | 
disclosed their agreement to merge. Starting an 
April 1, 2003, à new company is going to start 
under a new name, Square-Enix. This news 
spread like a bushfire around the entire Industry 
and became front-page news In every single 
this one was no less important: the company is 
going to release Dragon Quest VII! on PS2. Yes, 
Japanese game industry, voiceless entered а 
very busy time. Square is obviously famous for 
its Final Fantasy series, But here Enix is even 
more famous for its Dragon Quest series. These 
"The operation of the last hope" or "Will this be just 
a repetition of the Sega-Bandal disaster?" and 
so. on. So that was the media spin, but what about 


users" reaction to this news? 1 is true that many 
excited to be able to play games like Dragon Quest 
Vill and a new Final Fantasy in the near future. 
They have a feeling that each year will ba 

marked by the release of such a big title. You can't 
be indifferent about this. It is said that this big 
operation will address the weaknesses of the 
knowhow. But there remain a number of muddy 
issues because not a lot has been officially 
disclosed about the specifics of this merger. I'm 
very excited about the birth of Square-Enix and | 
want to follow the event from now on. And who 
else won't? 

At the beginning of my column | told you 
about my passion for Final Fantasy ХІ. It is my 
favourite game of 2002, no question, and 
therefore my highlight of the last 12 months. 


To be honest, when | heard about the merger, | 

suddenly had this crazy idea in my head: 

these two companies, it is hard not to have this 

in mind: the Japanese networked game market. 
Why is that? Just think about It, According to a 


been initially designed to be strictly a console 
MMRPG, and in that sense | don't see any i 
creativity, especially in terms of its various play 
systems. No, personally | prefer to think it is 

even better than the likes of Шта Online or 
EverQuest. 

sufficient power in terms of presence to make 
online gaming popular in Japan. Over here, the 
development of online gaming is down to two 
games - l'm talking, of course, about 

Phantasy Star Online on Dreamcast and 

Final Fantasy ХІ on PlayStation2 [no need to 

say that this is by far the most popular platform 
right now), But now, in late 2002, and looking 
seen by many to be the establishment of the 
word's biggest game developer, | believe that this 





and make it successful. | believe we will not have 
to wait long to see the first online game coming 
from Japan to overseas markets. 

But sadly, | will not be here to share that 
moment with you. This month is my last Tokyo 


“There are many PC users ~ mostly fans of Ultima Online and EverQuest 
-who hate Final Fantasy XI because it is a different type of MMRPG" 


recent issue of "Weekly Famitsu’, Square sold 
about 146,000 copies of АРК up to December 12 ~ 
so this may not seem like a big deal in terms of 
standard "раскаде software’ and, again, the 
as “FFX. the failure!” or "It's failed to be a hit. ..", etc. 
But this is a game you have to pay V1,280 (£7) per 
month to play. Fifty thousand to 100,000 garners 
already. So it's simply not accurate to say that the 
game is not selling at ай, 

The great aspect of АЕ, of course, is that 
it has made the concept of online gaming seem 
more natural on a console. However, there are 
also many PG users — mostly fans of Шта Online 
or EverQuest = who hate FFX! because It is very 
different to the sort of MMRPG you see оп 
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Game Life column for Edge magazine. Over the 
last year | have tried to оме you a taste of the events 
that were most significant for Japanese players and | 
hope you got some good impressions of what It 
means to be a gamer here. It is a complicated 
market with many genres — many more than in the 
videogame companies. it is also a market that 
includes many individuals of many ages and 


backgrounds — when | visit the shops in Akihabara | 


locking at that week's new game releases, 
Anyway, | must go now. Who knows, perhaps 
we will meet online! After ali, this is what | feit this 
year of Tokyo Garne Life 2002: it has been an online 
Lupin Kojima is the assistant chief editor of "Famitsu 
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he Total War armies have donned their sandals ‹ 
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to conquer domain of the next- 


the march 


he word “еріс” is one of the most 
Over-used in the моводате 

L journalist's litany. Anything that 
shows any more ambition than simply being a 
biock-based Tatris clone will, at some point in 
its development, be labelled an epic by a 
troubled hack. However, epic doesn't just 
imply а sense of ambition – 


Flaming pigs 
Anathe 
encres is cha и can mc x y вале units 
Of алу Ths means we gel to see the 
large-eared beast favoured by Hannibal 
and his fellow Carthagians 


wv advantage of the new graphics 
Scale 


an the 


battlefield. Clearly unpredictable, but 
suitably puissant, they act like the tanks of 
Ihe ancient world. Inter 
better counter-attacks is to set loose pigs 
covered with flaming tar to charge 
History i5 a strange place 


restingly, one of the It requiras a 


at them. 
Seem Digger than you = DUI t Dogger than what 
you thougnt posse 
| The Total VV. cmi mes, in ther two 

OT newver Deen 


The first 


previous PC iterations, have 
arytmi L* DUI gaenuirie epos 
centred on the first accurate realtime take on 
mass-formation warfare, taking appropriately 
from the seminal Sun Tzu's ‘Art of War' and 

integrating it in-game. However 2 
together the conflicts with a free-fonmn ‘Risk 
hign-level strategy approach rather than the 
traciimonal pre-designed campagn, 
to add a sensa of genuine importance to the 
The gamer was all too aware of the 
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managed 


conflict 


feeling of ludicrousness. It doesn't just need to 
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due to fs expansion, ine sraige phase 
provided the focus for most players’ attentior 
Put simply, the pendulum had swung fram the 
tactical to 
With Borne, the weight retums towards a 


the strategic phase. 


more central position. What seems to have 
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Now, with а graphics system that 


allows to throw around comparable amour 
of troops to the first two games — which 

include More onscreen troops than any of its 
HTS pee 


5, with the possible exception of 


PE mur inris mM een cielo E 
U's rather tedious Cossacks — but i 
ganousiy constructed polygor nobonal 


captured models instead of plain bitmaps 


There's an & Qual expansion of detail in tha 


other areas too. While Medieval was limited t 


ODDO P 

Y ELLO үү 
УКО УК, li 
Үү ү! 
ud М NN 


haif-remermbered glories of a lost age – an 
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Expect the full degree of lighting effects with 
Jay-night cycles and the stirring sight of 
thousands of torch-beanng lagionares 
embarking on night attacks 
However, though these are a quantum 


вар in quality over any of its genre. a 


welcome inciusive approach to lower spec 
rnm ГШ сез кы СЕН ТЕЗ AT ine on ӘСІ 


technologies i5 the amount c 
As не as 4Mb of 


extures Will be required to run the 


required to display OBTAIN, 
video t 


game, while s 


gen powerho 


still taking advantage of the next 
usas. Also the developer claims 
that the engine, two years іп development, 


acregyes better framerates with e anu f 


beng in the Battle mode, the strategic side 


has had an equally dramatic retoohng and 
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Rome: Total War features more polygonal, motion- 


captured soldiers onscreen at any one time than any 


of its rivals. The really good news, however, is that 
the game still runs well on lower-spec machines 


approach. Firstly, the neatiy segmented 'Risk'- 
DOA eani (5 entirely removed. instead 
а flowing map of Europe and North Africa 5 
promised, allowing COMMANGErs to navigate 
across a map accurately rather than in an 
abstraction, This allows, fortresses to be 
placed at choke points in the map, valleys to 
ое defended and a far more accurate 
representation of the options presented to 
period commanders. In fact, this 5:1 scale 


тап can theoretically be тотеп down to at 
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any point, allowing over 10,000 possib 
of conflict. Equally, when observing any с 
your Ces, vour individual expan 
visible, including great works such 
towenng Colossus of Hhodes. 
On the smaller design front, Creative 
Assembly has taken the advice of those who 


found being thrown into the full strategic 
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Ihe nervous to experiment and the 


experienced to play a short game in a couple 


of days, These are based around historic 
escapades such as Julius Caesar's 
conquering of Gaul, Spartacus’ slave revolt 
and Hannibal's march across the Alps. 
From its first appearance, the Total War 


senes was arguably the only real progressive 


element in a genre that seems devoted to 
qwestioningly sustaining a dogma of 


GOnsiruchon, tanes-rusn and ай the oer 


Се. Чуге Іі Mecheval and Sho Ж! Sve 


that there's another way, and hoped that 
they'd follow, Rome ups the ante. If it fulfils 
its potential, we'll come to hail Caesar, 
and Dury the rest of tne genre 
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Boy, if we were inside, | know how to forge 
us a group six access,” says Jeff Bridge's 
character at one point) are very much a 
product of the 80s. But once Disney s 
classic film enters its electronic universe, 


wow = for teenagers it marked the 


acceptance of videogames as part с 
mode ture 

Rally Midway's 1982 arcade class 
Seu me mms Soni win COnexienanpme 
hutzpah, and then nothing. Of course, there 
have been a few light cycle rip-offs speeding 


inrouan cyberspace over the years. but it has 
taken until now for Disney Interactive to 
endorse an отсіа! upcdare to the thrilling 
original. Appropriately, this marks the film's 
20th anniversary 

Fans will be dal ighted to hear that 


Monolith's Tron 2.0 contains as much, If not 
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Jn program After rediscovenr tha 
correction algorithms, that are needed to 
gitse а human being into a computer, 
Bradley Sr is abducted by the sinister [CON 
Corporation, As Jet it is your job to infiltrate 
cyberspace and деїваї the corporation that 


[ = m - کک‎ = ғ rmm Sea 
wants to use the Ітоп program тог evi engs 


[I WOUD seem rna tre кайсап рист m nol 
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terms af mechanics there is nothing The light cycle games are playing exceptionally well and are likely to be worth the admission fee alone 
i meh - 4 Power-ups have been added and there's a new bike created by the light cycle designer, Syd Mead 
prise. The thrdperson actior 





ae 

СРЕГ ГУС) neo inns 

| А "b^ ағала enmt onc ізі ama a rara tha im қ қ i | тывы фы kai nhe сағағын { unlrie 3 

more cigssic arena combat. And as the ПИ ЭСЕН ӨПЕСІБ piace те a. n Сус secuo JpDaracdes Incii!wuasepeed DOOSIS, seris a 
ы =i zi TL r3 — -— " m Ux „з 5 „РЕ ТАИ тп На : = = TE. a 

captured so Wiel, this is Roman a pni Adir МЕ тог 5 КИІКЛІМЕ, ine disc sections але а пег mim D. 





Spectacle where losing equals ignominious as yet, not so convincing. Projectie physics Weapon upgrades work in a similar 
These light effects are courtesy of the LithTech death, or in "Tron' terms, becoming need tweaking and the game itself is less manner. There are four primitives: the disc, 
Triton System, previously responsible for 
generating the environments in No One Lives 2 
Forever. Visually it's wondrous and immaculate elements: the disc combat and the light jut theres time to Tix things enemies’ guns and a technology based on 


de-resed iesus has sampled two of (hese intense, more a case iol block, throw, repeal the rod, an organic weapon based on the 


but whether the combat and adventure cycles, АП зеді; power-ups (such as shields lo Monolith's credit the fhirdperson ICON Corporation's correction alaonthms 
теле HANG торнага апо тели and speed boosts) have been added to the adventuring has been bolstered by an Sincere apologies for the vague explanation 
am Суса тірей, ІІ das xr noi | Cn ШЕ igresti ы] Su etructure. Ur Jrades afi | the Ist two but M 71 ІНҮІГІГІ 
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blisher: Disney Interactive 
Developer: Manalith 
Origen: us 

Helssse: Spring 
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Enemy Al ts currently poor, but Monolith promises 
that this will be improved before final release 


OamMeworic internal eonsmBbtenmcey 


Weapon upgrades can be downloaded from terminals and are essential for defeating puzzles 
later on. Multiplayer modes include the light cycles and а пате similar to Discs of Tron 
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Get the timing and distance right and you can 
perform an impressive number of special moves 
to Gut, slice and dice your army of opponents 


Bird on a wire 

One other notable gameplay feature is the 
addition of a familiar that can be used to help 
solve simple switch puzzles and scope the 
area ahead. Kuzo, your spirit guide, can be 
directed to perches in the game environment 


by pressing the L2 button. It's an effective 
element that could well add a strategic bent 
to an otherwise slash happy title. 











Format: PlayStatbonz 
iblisnor: SCEE 

«e eloper. SCEA (San Diego Studio) 
3n: us 

Пейлин. March 21 


ark of Кл has been showcased а few 

limes Bul, wath ІШ to crow about in 
| terms of playable code, Edge has 
aecided to по tine, Wnt now tnat 15, anc initial 
impressions are very pleasing indeed 
Trad person combat n ine md ormergzon has 
progressed at a snail's pace since the mid- 205 
With the exception of Shinji Mikamis Devi Man 
Cry there have been few such games to offer 
anything more than Golden Axe translated to a 
Tee roaming plane. Sony nas, nowewvar, meg TOC 


Sometning a ithe more sopnesbicated, whore 
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The games hack 'n' slashery is immediate 
reflecting OTT Japanese choreography found in 
ТУ programmes such as “Тһе Water Margin 
Numerous opponents Gan be taken on al the 
Same time and (heres a great sense of 
empcovermnant when you dispatch several foes 
With a few combos. Enemies can be targeted Dy 
sweeping around the right analogue stick, than 
Bach foe is highlighted with one of the PS2 button 
symbols. Pressing the corresponding button 
unlesshes an attack on the desgnaled target 
Limited Texken-style timing is also require. 
launch combos. pressing one ^ and three 
Squares, for instance, delivers a Fua Toku Autu 
attack that sees your enemy siump to the ground 


na Spas! | г hand. Ай узшп Edge has ond 


pugni ӘСЕТ Wearlings, Ie system appears 


Жагы and satsing. Burton-bashing Goes reap 
rewearcs. Out поре у rore savvy acdversanes 
encountered later, will eliminate Such lazy tactics, 

Mark of Kr is also distinguished in the visual 
department, displaying refreshing anime ieanings 
wrapped ир in colourful environments. The plot 


DO. Б celivered emectvely ІП wnat magni be 


described as come book Kurosawa. The first 
level opens with the hero, Rau, taking on a group 
of bandits threatening his village. Unsurprisingly, 
he must take then all out in a frenzy of violence 

f Mark of Kn manages to encourage 
than mincdiess 
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anothear tealher in Sony s cap 





The scenery is lush and the quality of animation 
fits the impeccable presentation seen elsewhere 








м i Е P 
f - r й 
i а Гам! x 
ү — _ IC “--- | 
Л А Jh 1 | 
es | | si^ 0 = ы 
ҒҰл та ж жан Т m | "dium "un =“ | gm г Le = uml 
a Жа T TT ^ Р ы ( 2| 
Capcom s familiar нк кетте nchise Is back. 
EXCept ITS not c quite a as familiar as it once was... 
— n earty demo of the latest Dino Crisis shooter featured a g 
oa а jetpack Casting dirosaurs within an anor ІП nir 
some departure from (пе near-future island anc Bt 
of the initial two titles fy its all part of Shing Miamis plar ( 
ew creative avenues for his teams. Last month, Edge revealed the 
company's five offbeat GC offennas. inciu GING Manga го Miler 7 а 
birdman матага sim, Dead Phoenix, Now the idea is to produce an 
nnovative expenence but to lessen the пәк by using a brand farniler 










enough to arouse interest, without 


tt sj has otal storming the gates 


вас 38 place in the 
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thought k ost hundreds of years before = suddenly turns up orbiting 
tarth. You рау one of the commandos sent 
rmvasagale, and discover tal a genet 
experiment has created an amy of c 
^ з se. must be destroy 
The jetpack flight shooter gameplay is an пеге але rumours (гыш іле spacecrar 
innovative slant on the familiar survival horror rons and re-orders itsell. debel nth 
set-up of previous Dino Crisis titles TEN = - LI 
cions and ст tne player, п oróer 10 mantai 
in ever-changing challenge. It's ail about 


providi 
apparer 


ime 


Mizuauct 
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Contemporary themes of terrorism and computer crime interconnect in 
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Bam! Entertainment's ambitious take on the stealth/conspiracy sub-genre 


There are 15 enemy characters, all with 
different behaviours and skills. Each exhibits 
standard Al responses - calling for back-up 
and legging it when the ammo runs dry 





Locations include the CIA training camp 
in Virginia and a terrorist outpost complete 
with requisite submarine base 


aistant Tu 
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being so beloved that a thematic re- 
that brand 


of Capcom. Dino Crisis Is 


ture, when a spaceship- 


a pure Gameplay experiance 


Ing secret cnats with 


ger an арыта or ТОМ 


File the 
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Alive ancd weil in 





thy = but Edge feels Mikami-san may 


For the spacecraft design, Capcom |в using a 
similar sparse, metallic techno look to that seen 
іп its forthcoming GameCube shooter P.N.03 


it: PlayStationz 
Bam! Entertainment 
Torus Gamnes 
Australia 


je June 


may have been processed and dumped in the 


celled , -as-enterta I5 


stealth 


conspiracy innen 


videogames. This firstperson 


adventure places you in control of rookie CIA operative, James Clayton 
! prevent the deployment of Ice Nine, a powertul compute 
5 capable of bringing whole cities to a һай. The twist is, while 
Cam, t the S Successive missions, play in make кеу 
al decisions — either following the CIA guide book to the letter, or 
derecting and worneng for Chinese teronst organisation The Xu 
e influence of Deus Ex looms over the game like Mulder 
oigarette-smolng nemesi , There are 20 gadgets and weaporns TO DICK 
up allowing both violent ала tactical styles of play, and vou get асо- 


gent (Layla) whose allegiances are unknown 


There are also ‘undercover time’ sections 


thee VOU must don the clothing of downed 
Enemies апо isten if Hi ersations. All this 


= Sree | i а |. = Г Mu rec] 
5 wrapped up in an allegedly advance 
come сұғы торға аг mu uuu mi t "c fi 
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nade Saddarn an end of level boss 
Oh, has Edge given the 
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Origin: US 
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In short: undead leather-clad Nazis are 


Р mina ta Aarh Afries Cran tha 
coming to North Africa. Stop them. 


f the multiplayer aspect of the or th Ratum to Castle 
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still plays BJ Blascowicz, but this time he's part of a squad, the other 
soldiers controlled by the CPU and following your orders. Each has a 
specialist role — sniper, medic, engineer and so on - and must be 
deployed correctly to solve rudimentary puzzles. Not that this is really 
a test of intellect. of course: lWolfensten is about showing no mercy to 
he evil Axis. and Enemy Terntory’s dynamic is still firmly in the ‘shoo! 


irst, pun later camp 


"т 





he most interesting addition is in the multiplayer game with the 


advancement system, Wian rewards payes ассо 
they've performed in each round. Shoot 

accurately and use your class abilities wel 

and you'll go up a military rank. As your rank 


gets higher, so your character's basic stats 


improve; perhaps you'll move a little Taster, or Multiplayer games are very similar and consist 


be able to spot mines laid by ooponents, and mainly of objective-based team missions - 


guiding а tank through town, or breaking into a 


so on, This might prove an incentive to keep bank and stealing the Nazi gold, for example 


playing; equally. it might just unbaiance the 
game by making the good players ever 
better. Hardened soldiers will find out soon 


enough: a multiplayer test version Is 





This is survival of the fittest іп digital form. 
Those who perform well get all the skill paints — 
those who don t, get to be bullied incessantly expected rmminenthy 
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Hetum to Caste Wolfenstein: | ides of VVal EE I 


Release: March 
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Run down corridor. shoot Nazi, run c down corridor, 


E 
SHOOT n lazi ГЫП down COITIQ id OF, eiloOad... 


— | riting a preview of a WWII FPS is more complex than you 

migm maging Ю тапет vit а you мге and 
up, it's all been done before. Just like designing an FPS, then 
- Return to Castle Wolfenstein was fine, but nothing special = it's all 


Deen dona DE 


I ың 


fore, you see = and a no mils pon to Abox wouldnt 
warrant a һай-раде preview. Thankfully, this looks like being more than 
that, A new singl aper campaign (а prologue to the adventure, which 
sees super-soldier HJ Blascowicz taking on mystical Himmler and an 
атту of undead biomechanical Nazs) wil entice those who en toyed Іле 
FC version, but it's the Xbox Live element that really interests Edge. 


Just like the PC version, the multiplayer game Тегіс like a dumbed- 
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depths for those prepared to think before they 
shox yl | r4 et Ee PC ‚ ТПО x кй, е xl MEX NaS 


VCS GOTT 


те às stancarnd, when means 
players can now issue and receive orders 
instantly, and it adds to the game bor 


PC owners may sneer at the lower resolution of 
тағына "Ы г ТГ TEST W Wa р zm! J T Е Г ч Е 
tactically and atmosphericaly. Edge took ра Wolfenstein's Xbox incamation, but console 


owners have their own reasons to be smug too 










in an eightplayer team game = Nerve hopes 
to have up to 16 m the finished version — and 


T 


ге Gear that, rex Jardiess oi гле Srgiepiayer 
games rmediocrty, the multiplayer Паз the 
And Edge isn't just referring the improved 


potential to prove a key part of Live's multiplayer, either - more that at least you'll 


ever-strengthening line-up be sure of being able to get the thing running 
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Dekotora Densetsu 


s at; PlayStationa | 


ublisher: Spike 


Developer; Human 








Deliver marchandise as fast as you can all aver 
Japan. Avoid obstructive tactics af rival truckers 
(damaged goods are worth less), customise 
your rig, engage in minigames, and so on... 


Drag on Dragoon 


Format: PlayStation2 
Publis her: Enix 


De veloper: In-house (Project: Dragonsphere] | 


A mem 
LV 


Due this spring by a team comprising members 
af the Ridge Racer and Ace Combat series, this 
ambitious Ше mixes Panzer Dragoon and Shin 
Sangokumusou 2. Expect more on it next issue 














Format: PlayStation2 | 


Publisher. SCEE 
Developer In-house (Cambridge Studio! 


Delays mean that this girl-power game will now 
come out after Lara's next adventure. Edge is 
optimistic that the addition of a controllable 
companion will make this worth looking out for 


Harvest Moon: A Wonderful Life 


Format! GameCube 
Publisher: Nintendo - 


Developer: Natsume 























If you've never played a Harvest Moon game 
before then you've truly missed out. Planting 
crops and tending animals may seem tedious, 
but you'll soon take pride in your handywork 
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on las This month's announcements and updates.. 
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Driver 3 


Format: Abox, PS2 
Publisher: Infogrames 


Dei loner: Reflections 
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Taking place in Miami, Istanbul and Nice (with 
vehicles such as a Citroen CX, Countach, and 
Mustang), the series finally benefits from the 
processing power it deserves (Xbox shots) 


CO uum ғ 
otarsky & Hutch 


Format: GG, PS2, Xbox _ 
Publisher; Empire 
Developer | in-house 


A demo of this driving/combat licence proved 
surprisingly enjoyable, and that was without 
trying all the possibilities of twoplayer action 
(ей one player drives while the other shoots) 


American Conques 


Fonnat; PG 


Publisher: Codemasters \ 
Developer: 1С Company 





Following the significant success of Cossacks, 
American Conquest aims to deliver an ATS that 
blends authenticity with enjoyability. With lots 
and lots of units onscreen at any one time 


Indy Racing League 


Format PS2, Xbox, PC 


Pu ;büshar: Codemasters 


Developer: Br Brain ina Jar 


Lu » n Py I 


























The afficial game to the world's fastest open- 
wheeled racing category features up to 33 cars 
on track at once and Codemasters' trademark 
accessible yet realistic handling model. Spring 
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Ihe fusion of music and mind-be nding visuals has in some respects defined 


~} 


modem-day videogan 


гт eteran computer anda 


_/  issitting in Edge's games 
room and twic е a controler hooked 
ev Kit. As his 


thumbs |І den: an the joypad, the 


images onscreen morph, stretch and 
custort to gaver the Kind of dpgmtshow 
you might expect nornaly to exist only 
within the chemically mashed brain of a 
gurning dance-musc nut. Patterns 


warp and mutate. Colours bleed in and 


out of sight: Hollow vector tubes spin 
and rotate. "| just love the effects you 


can get out of this thing," says Minter, 


his eves still transfixed on the shapes 


= 


On across Ine screar 


oozing and swirling 


Нв fucking mad. ES гпасдпеѕе, 


LA fha LAE TA D - қт - 
hat we ге seeing is the result of 


three months: work. It is the embryonic 


cd XE KE n pape TpGOCCE 
form of Minters newest project, a game 


dubbed ту ` because it brings 
together his loves: ight syntnesisers, 

music and shoot ‘em ups. 
Less than a year aga, кышы had 
een the Nuon plattorm, on which he 
designed and coded the sareamingly 
fabulous Tempest 3000, fizzle out and 
die. More recently he'd gone back to 


his bedroom COGI roots, ыы. а 


string of titles for the PocketPC anc 


sell ng them himselt via the Internet. it 





videogame creator Jeff Minter 





ning. Now, a 20-year industry legend is embarking on 
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Unity currently exists as VLM-3 (the third iteration of Minter's Virtual Light Machine, following Jag and 
Nuon versions) — the full light synth package will become available bit by bit as you progress through 
the game. Unity will be backed by a selection of high-profile (and currently secret) licensed music tracks 


say 'BOs, when he assembled his 


Vic-20 cassette game cases by 
hand and sent them out to eager 
zonsumers via mall order. in the last 
few months, everything has changed. 
Like many other aspects of the Unity 
prosect, its beginnings were unusual, 
to 5 Iha least, 

was [Edge publisher] James 
Binns who 


oiling,” explains Pete Hawley, Linity's 


actually started the ball 


Formal! GameCube 
Publiser: ТВС 


Developer: Llamasoft/Lionhead 
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Minter is using VLM-3 as a testbed for 
Unity's levels, by tweaking settings and 
‘jamming’ with the GameCube hardware. 
When he comes across an effect he 
particularly likes, he saves out the data 
which will later be used as a gaming 
environment. He initially harboured 
concems about working on a "modern 
console," but finds the GC "delightful" in 
comparison to Nuon ("an absolute beast") 
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producer at Lionhead. "He rang me up 
one day and said, “Your satellite scheme 
— does thal stretch to individuals?’ and | 
was like, well, not often, in fact, never. 
But we don't say no to anything, and 
certainty Peter Molyneux's probably one 
of the most open-minded bosses you 
could have, so James gave me Jet's 
number and | rang him and asked hir 
what he was doing and whether or not 
he was happy doing it 

“| asked him what it was that he 
ultimately wanted to do, and Jeffs reply 
was what you're going to see with 
Unity. If he had said, "Wall, | want to do 
Gridrunner on the Game Boy Advance, 
then we may not have been interested. 
But the fact that Jeff wanted to unite 
his two technologies on a new Dit of kit, 
and work on new, exciting stuff, it just 
sat well with Lionhead, You know, we 
dont do Sequels, we don't do derivative 
stuff, we like working on new, orginal, 
creative ideas. 

"So from there | went to Peter and it 
was just Ihe easiest (hing in the world. 
We had this board meeting and he said, 
‘Okay, any new business, any new 
opportunities?’ And | said, "Well, Jeff 
Minter, we'll buy nim some hardware, 
we'll pay him a certain amount, and give 
him a year to see what happens.’ And 
the board voted and that was й." 


Jamming session 

so Minter took delivery of his shiny new 
GameCube dev kit and began їо ‘jam’. 
“ме only had the system three months 
зо I'm just testing stuff out here," he 
expDans as a moment of slowdown 
threatens to ѕро the beautiful abstract 
imagery onscreen, "Everything | release 
will Бе 60Hz, | can guarantee that. 
There's no way Га release anything with 
judders in it. This is so early — T've not 
been super-efficient wath it, I'm just 
jamming with the hardware, really." 


, | 


Theret litte doubt that Unity will look 
like na other videogame. The closest 
point of comparison is parnaps Нег, but 
Minter winces at this suggestion. "The 
game mechanic in Fez was always the 
same,” he says, putting down his 
controller and geting into more senous 
mode. "It was Panzer Dragoon with its 
trance trousers on, wasn' tit? There 
wasn't that much variety inthe actual 
gameplay. The graphics were quite nice, 
but they were very self-consciously 
Tron’. It was like they'd imagined an 
abstract space that was like ‘Tron’. 
whereas the abstract spaces in L/rirty will 
see me jamming with the hardware and 
coming up with stuff, | want to have 
modem abstract as opposed to retro 
abstract, which | think Rez was. 

"And there'll be more variety in the 
gameplay. | want to extend the idea 
which | began with Tempest of having 
the bonus rounds where you have a 
contrast between the vary hectic shoot 
‘am up rounds and the levels where 


Minter joins in anra second joypad 
(the software actually supports up to 
four users, each controlling separate 
visual elements] and begins to 
manipulate another graphical layer. 
He's back in dreamy mode now. "I am 
having such a good time doing this,” 
he droals. "It's like a dream come true, 
it absolutely Is." 


The good life 

He's often been called a hippie, and 
today Minter looks every bit the part, his 
ramshackle locks threatening to tangle 
with his chunky hancd-knitted lama 
cardigan bearing traces of what appear 
to be animal hairs, If you didn't know 
that he spends his days wrestling with 
leading-edge computer hardware in the 
пате of entertainment you'd be foralven 
tor thinking he was some kind af new- 
age farmer, In some respects he 
appears.a man not of his time: his 
particular brand of videogame 
engineering — solitary, self-desianaed, 


“| just love the effects you can get out of this thing," says 
Minter, his eyes still transfixed on the shapes oozing and 
swirling across the screen. "It's fucking mad. It's madness” 


you're just travelling through soace 
scoring points. The actual style of 
gameplay will change according to 
which environment you find yourself in. 
со you may find yourself in a space 
where you re zooming down a tube 

and shooting things much like Tempest; 
you may find yourself in a space 

where you're in an arena and you're 
swiveling around and the cameras sort 
of zooming about and enemies are firing 
at you from all sides and it's like 
Llamatron on acid. So there'll be vanous 
different styles of gameplay within the 
thing which you'll discover as you play 
through the game." 

But such gameplay is still a long way 
off. in the meantime, Lionhead's PR 
representative has picked up a joypad 
and begun to play around. Within a few 
seconds a strangely organic forrn spirais 
into view. ^l like the flower,” she says. 
"It... mutates. That is so... lovely. And it's 
easy. Even a gin can use it, lts a little bit 
like meditating, 15 like a kaleidoscope.” 

"Its like the ultimate kaleidoscope,” 
says Minter with a laugh. “I'm glad you 
like it. Wait till | put a game in there. 

It'll knock your eyeballs aut." The PH 
асу smiles. 


answering only to himself = has long 
since besn jettisoned by the suits who 
give today's projects tne green light. 
Наулеу, the Mr Corporate figure а! 
Edges offices today, sees through such 
misgivings. "it's just like The Movies 
concept at Lionhead right now —ifits a 
great idea and а biniliant concept then 
we'll Just run with it because that's 
something we're very passionate about,” 
he says. “With publishers, I'm sure they 
look at the charts and say, "Well, that's 
selling well, why aren't we doing a game 
like that?’ And Unity is certainly a 
diferent tyne of game, but we'll be using 
Jeff's hard work to produce something 
that we can then show to publishers 
when we think its rear. " 

Ah, yes, when they think it's ready 


New tricks 

Today's videogames: are mostly made 
like this: developer goes to publisher 
with project outline (and possibly demol; 
publisher visits developer to kick its 
tyres; developer and publisher negotiate 
terms (bonuses, royalties, and so on and 
on and оп); developer delivers 150-page 
desian document, detalls for ten 
milestone submissions into run up to 








Obviously there's no way of users 
feeding their own music into Unity 
running on a GameCube, but Minter 
says that you can put your own 
rhythms into VLM-3 and 'jam' with 
the game's licensed music tracks 
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Minter intends to use maths-based 
solutions tó create every visual element in 
the game. Boss characters, for example, 
won't necessarily require an awful lot of 
traditional art design work. If the game 
appears to be getting a little too abstract, 
however, there is a raft of Lionhead art 
muscle available to create traditional 
assets. One thing is certain: Unity will 

not look like any other videogame 
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alpha and beta phases and tons of other 
bits and pieces of info on paper that any 
aood doctor would prescribe to 
hopeigss InSormmiegcs. Developmeaerr 
begins. Mention milestones to Minter 


and һе immeciates 


DOR OCT POLIS. DI И 


games, (Tr ^ The мау | See мүк. 
пе explams, "iS inal | wil describe #0 
Lionhead the direction | think | need to 
до In and the hand of objectives hwant to 
achieve along the way, and as long as 
m following along that arc | trunk they ЇЇ 
be happy, bul within that environment IU 
be free to play around with Ideas and 
jam, The whole point about this is that 
you learn things about the hardware as 
you go along; It evolves, YOu continue 
вагп new tncks; soit does you no 
good to say right at the beginning that 
it's going to look like this or that. The 
game needs to evolve. Both the 
lampests evolved as | went along and I 
think they came out al right. This wilt be 


jen tme Same 


Lionhead works, 
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ке Linity, which is very organic, а 
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Nevertnetess za has a story to 
tell. What about the gam rigins? 
“The idea was in my head in 1994." says 
Minter, “it arose when I'd just finished 
'ampest 2000 and one of the guys at 


Aten came outside to me when | was 


having a fag break and he said he'd 
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been playing й and i was ке а 


seeng a Amas | OW а аге 
а came. al t me ine. And ol Ire 
Ve пао еее тумо les TO my work 
Jer the years, и nas Dee 
VOLS € И B Д) demus t 
done ints г ux) КҮНІ Syris 
which have been going on since 1984 
UTER 1* LE в "ex Te =| - if ғ. Mu ШЕ. 


15 i5 to bring both of those things 
together, to create a beautiful abstract 
shoot em up game. jampest 58 
beautiful gama, but you can go a lot 
further, you can actually star to bring in 
light synthiesiser effects which go on 
whil& you're playing, so effectively you 
have a game which is alight synth and а 
light synth which i8 а дате," 

Minter has not enjoyed proper 
commercial success for (талу years, but 
his work has always found favour with 
the specials! press, thanks to two 

updates of Төтреві. It must've bean 
a third. Minter 


Signs. T i keep doing Iterations of 


tempting to embark upon 


Tempest its always going to bx 
someone else's game. it's always gomg 


12 па ‘On, . las oF Ny ас rw another 


version of Gave Theurer's Tempoest.' qs 
ime (hat! сно my own thing now, and 
peopss thoudgnt of my next game as m 
u өтте Sul n H Deve Т! Wues dame АЕ 
=— ud Pe агай e | кы as ые Тг ot Жү 
much respect as | паме ог Tempest, it 


time to do my own thing." 


So it'sal gni Syri 1) rats also a i Care, 
it's not an updata ol Tempest, anc its 
going to have various types of gamegotay 


styles, Vill players control a spaceship? 
















riter »cks his words ca Can сапой йу ^You үйі 
Ге empocded. Um.. 
be noht to cal t a spaceship. The 


don t know ff it'd 


embodiment 15 sometning again that | 
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ique. | OON маги ONE ТОО 

ch away, Гай | dû like the idea that as 

ay, your embodiment wall actually 
evolve, 50 that as each player plays the 
game they Wil eventually end up win a 
different embodiment. That's something I 
Need to work on and research, bul 
have a pretty qood idea сї how that's 
going to work. ІГІ be a thirdoerson view, 
there may be а couple of firstperson 
levels = as in Tempest, perhaps — Dut the 
bulk of it will be thirdperson,’ 


Minter is rea to go and make what 


те wants; in this respect he has free 
reign, which could be both a blessing 
anc а curse. HIS track record certainly 
SPEAKS Tor set — although his most 


ecent accomplisnments on consoles 


experimental titles such as Ines Alpha 

and Sheep in Space, which many 
amers simply didn't "get. He's now ina 
position to make his most visually 


abstract game yet. But that's not what 
he appears to be embarting upon = ox, if 
ha Б, it's not gong to be apparent from 
the moment you pix Ir up. “Iim 
consumers will love Unify,” says Minter, 
"because basically l'm going to make it 
0 that when you first start playing it it is 
immediately accessible as a very nice 
feeling shoot ‘em up game, Think of 
Graner that 1 just did on the PC, the 
Way you Can just walk up to that and 
vou don't have to mash the fire button, 
YOU can just sit there and move the 
mouse and it draws you in instantiy— 
and then later on, stuff starts emerging 


The валу lavels of Unity won't be too far 
mad out there, they'll be very accessiple 
tup and 
nopoeltutty be hooked so that when the 
Scenarios do get a Ше weirder later on 
they'll be enjoying themselves so much 


зо (паг arybody can 








that they ll be pleased to carry on. | 00 
realise that IF | make it too werd straight 
out of the box people won't know what's 
доға on." 

So the ageing hippie is softening up, 
after all. The whole ight synth ange, 
though = that's still a Ийе bit out there, 
isn't it? "The thing with the light synth 
that I've found over the years |в that 
hardly anyone would think to go out and 
buy ona because they just don't know 
what it is, but once they see it they go, 
"Wow, that's really nice’, and they really 
enjoy it. So Unity will introduce itself as 
just a regular game and I start to build 
light synth stuff around you, and 
hopefully when that starts happening 
you'll just go, Wow, that's so coal’, 


One-man band 

Not many people in the videogame 
industry say ‘wow’ quite like Minter, Its a 
bit of a stoners ‘wow’, more оға 
"woahhoow'. To bnng him back down to 
earth, Edge brings up the game's 
development schedule. He has 12 
months in which to buid something 
that) comince the bods over at 

specal, That's one man on new 
hardware іп опе year. “We have to bear 
in mind that Jeff's a one-man band," 
says Hawley; "But even witha team of 
many people you still need that ultimate 
makes ã lot of those key design 
decisions because if you ve got 25 or 30 
people it's just as hard to design a 
gara, really, because you've got ten, 20 
differant opinions, so you still nead that 
one focal point. So in many respects it's 
easier with Jeff.” 

There is no concrete end date for 
the gama. "We're working from October 
to October,” explains Hawley, “so we 
have 12 months to get to a point where 
we can see we're really working towards 
something, and from that point, the fact 
that there's no army of animators — we 
need a chain of network coders = that ай 
makes Ме much easier. So once we're 
ай decided on a direction, where the 
game's going to do, we can think about 
finishing the game." 

it's а luxury few are experiencing at 
such a lean time for the UK development 
community. In this respect, Minter could 
bardy have chosen a better partner. 

“| don't think Lionhead's privileged in a 
negative sense,” says Hawiey. "But 
Peter's track record speaks for itself. 


There's never been a bad game to coma 
out of that studio, whether it's Bullfrog or 
Lionhead, and LDionhead's next games 
will be no different — and Jeff's is no 
exception. We do enjoy а certain 
reputabon, | suppose, but that's down to 
the effort we put into developing 
software. We don't nail people to tha 
hoor for milestones, we're very flexible. 
Everybody at Lionhead is a gameplayer 

Crucially, Lionhead's interests don't 
stop simply at helping Unity tum from 
company is lending its full support to 
Minter, from PR to audio engineering to 
araphics. "People at Lionhead have an 
interest,” explains Hawley, "and if that 
becomes a requirement as the project 
goes on. if we decide that there are art 
objects or textures, etc, then there are 
people at Lionhead who've expressed 
an interest in getting involved. We've got 
two artists who are already keen to do 
something, but that's down to Jeff, really, 
and the direction of the game that we 
eventually come up wih. In the same 
way, we have guys who ve done lots of 
work with music division technology, and 
how that interface works — how you can 
modulate visuals to music ~ so that 
could be a help In the future." 


Renegade talent 


With a renegade talent such as Minter, 


though, it must be a matter of enhancing 


his work rather than running the risk of 
getting in the way of it. Hawley appears 
to agree: "The goal is lo keep Jeff doing 
what he does beat but adding a whole 
layer of top-level production qualities, 
whether that is music production and 
endgneerina, whether t5 on the visual 
side, or whether it's menus or 3D stuff to 
tie in with what Jeffs dong." 
ва known fact that Molyneux, 

despite his countless other 
responsibilities at Lionhead, still likes to 
get his hands dirty with coding. Perhaps 
hel tend a hand. The PR lady adopts а 
mock frown. "Don't say that." she 
laughs. But the game's going to need a 
chuckles Hawley, “but If Peter did it we'd 

obably end up with little people 





building all the letters or something.” 


'On this light note, it's decided that 
lunch is m order, At the restaurant, 
Minter appears to be enioying nis Thai 
food (lamb is conspicuous by its 
absence from his plate), but something's 





be controlled by one of up to four users, Llamasoft recently took VLM-3 to London for a Warp 
Records party, where it went down a storm (read about it at the www.llamasoft.co.uk forums) 


on his mind. It goes back to earlier talk 
of the development process nowadays. 
and how his methodology may not sit 
comfortably with an increasingly 
corporate industry. As he speaks, he 
becomes more animated than he has 
been all day: "One thing would say, 
what with this whole business of 
milestones, what you have to bear in 
i that (m so mad keen for this, | want 
this game, there's no way l'm ever going 
to slack, because | want to finish it 
because | want to sit and play It, | want 
this so Баду, so I'm going to be working 
my tits off for it, there Isn't a question of 
motivation or anything like that, | don't 
need to be driven, | am демеп, | want 
tis 50 bad." 

There aren't enough people in 
the industry like him. 
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Inside... 
Llamasott 
light synths, Atari's Panther... the head of 


t. 1982) has been involved 
in all manner of oddness. Edge discovers how and why 
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Welsh codeshop Llamasoft (es 
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‘Revenge of the Mutant Camels (CB4, 1884): 
‘The one thet most people remember, end the 
Cairne game m the Caress sees Collision 
detection was а Bil Godoy al lines, Bul The 
game, wes fun and popular on the C84. Also 
One of the first games in the UK ta use a "urbc 
bade" Бо it would actually load faster than 
typing The hex in by hand: which is dn feet 
quicker Man using а Commodore tape deck нї 
glock spesrs. | mette i [отуру because orn 
Trig day ЇЇ was Inches sy. Пана а Tiere 
competition, and took the wnner tor a day tnp 
із Egypt on Concorde to nde a camel mund 


he Pramid bp laugh, that was. 





Psychedelia (C64, VIC-20, C18, Spectrum, 
MSM, 1984); 
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js а Psycheedienis layer in VENUES. Vou can shove 
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kamas ай cer vei iier ЇНЇ нү neon plasma 
узео or Siac IE up Ага here 1 ente 1! 
'anta textures. тіс рені leis, cr Іше Pen 
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in the dey wih the sid of copious amounts of 
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was emerging. That period conciuded with one of 
the most rewarding episodes of my career, though — 
releasing ! [amatron as shareware at a ime when 
many people didn't know what shareware was, and 
certainly before anybody thought It would actually 
work. That release not only put Liamasoft back in the 
маск. but also generated a tremendous amount of 
goodwilli — | qot hundreds of letters from реоре 
thanking ma for releasing a decent game at à very 
reasonable price. Some people even paid more 
money than we asked ror! IE made me fee that there 
was stil a place for a passionate individual in the 
games biz, despite the emerging New Order. 


How did you get into bed with Atari? 
Wel, that goes right back to the early days of when 
the ST and Amiga сате aut. Commodore initially 
seemed more inclined to pursue a strategy of 
marketing the Amiga to business people, and they 
weren't very cooperative at all with peapie interested 
in making games for the new machine, whereas 
Atari were very halpful in getting me on to the ST. So 
| knew a lot of the guys at Атап UK, and when they 
decided to start up ther own software label | ended 
up doing а couple of games for them. 

Coincidentally an old school friend of mine had 
ended up working at Atari US – he'd previously 
worked at Parihelion on the Acar Transputer 
Workstation, and | auess that’s where his 
involvement with Atari began. So when the 
Panther started to happen, | was well known at 
Atari ШК, and there was at least опе person at 
Atan US who also knew of me, so | was approached 
to work on that system and — as has often been 
my weakness — my love of getting onto new, 
cutting-edge hardware prevailed. 

Panther didn't last long since it was already 
being eclipsed by the much more powerful Jaguar 
hat was.-already in develooment within Атап. Іп the 
meanwhile Atari UK commissioned me to write a 
game for the new Falcon, and | wrote a nice Iie 
scrolly shooter for them —shame the market for the 
Falcon ended up being only a handful of geeks 
Then along came the Jaguar, and Aten had a list of 
classic garnes to which they owned the rights, 
Tempest amongst them. 

| remembered all the hours. [d spent in front 
ot my own Tempest coin-op – | loved that game - 
and put my hand up for that title. That was a bit 
of a departure for me, because |'d aways avoided 
taking on conversions before. But | could see the 
potential to do something rather more than a 
conversion with tempest — the chance to bring a 
Game that | loved into the present day, and to 
(respectful) add some et my own favour to it. It 
was a bit scary because all my experience at that 








tme was with sprite-based 2D systems and 
Tempest would need polygons and simple 3D. 
But |'m glad | took the job. 


Why have you spent so much time working as a 
one-man band? 

It's just how ! work best. | suppose. | haven't been 
entirely a one-man band for quite a while now, 
anyway — | ve often worked wath artists and 
musicians; Tempest 2000 wouldn't have been halt 
the game It is if the music hadn't been as excellent 
as it was. But | think that the way in which | develop 
a game is fairy well at odds with what Is currently 
considered to ba the ‘accepted’ way of doing things 
— tne designers specitying everything in the game 
and then passing the specs to a hive of coders for 
impsermantabon. lm a coder and a designer, and 
aitnough when | set out to make a gama | have a 
fairly decent, broad idea of what I'm trying to cio, | 
lke the freedom of not being naled down to a pre- 
existing, ngid design spec. | like to be able to have 
an idea, code something up, play around with it, 
refine it, reiect the bits that don’t feel nant and refine 
the bits that do. It's a continuous interactive process 
and the whole game evolves from it. Sometimes an 
initialhy insignificant bit af noodiing with the hardware 
Will yield some technique or effect that ends up 
turning into a large part of the game's character or 
style — a case in point being when | was working on 
Tempest and wondered what would happen if you 
fed the previous screen into the rotate/scale 
mechanism and ended up discovernng all the lovely 
feedback techniques which became а defining 
characteristic of that game's aesthetic. Such 
spontaneity is dificult ta achieve under the currently 
prevalent development model. 


What was your involvement with Atari's Panther? 


What about the Konix MultiSystem? 
Ah, the KMS — it seemed interesting and new, so | 
invested in a development kit (in fact that was the 
occasion of my buying my first PC = an Elonex 2861. 
| was doing a very spiffed-up version of Aftack of the 
Mutant Camels on the system, and it was probably 
around 70 per cent complete when the whole Konix 
thing went tits-up. For its time the spec of the 
system wasn't bad - 256-colour display, nice little 
blitter, an x86 processor (if | recall correctly it was an 
ВОВБ at first and eventually ended up being 386), 
and a little DSP thingie for doing your sound on. | 
never saw a final system actually packed into that 
funky housing with the mad handlebar controls that 
converted Into a flight yoke, tough. | think the chair 
peripheral was a litte overambibious — it was a bit ike 
a Sinclair C5 on a stand, and | remember it once 
blowing up while | was actually sitting in it, and (тт 
not exacty a Blob of lard or anything. 

| actually found a couple of minutes of video of 
that version of Attack of the Mutant Сате on some 
old videotape | was archiving to DVD the other day, 
and it was interesting to see it again; Га thougnt it 
long since last in tha mists of time. It vas shaping up 
to be quite a colourful, fun little snooter, and the 
realtime fractal music generation | had going on It 
actually didn't sound entirely horrible! 


What do you feel about having worked on 
hardware that hasn't been a long-term proposition? 
There's no such thing as a Jeff Minter hex, ls there? 
Oh, God, am | ever fed up of that stupid ‘curse of 
Yak’ thing. It still gets trotted out to this day: it's time 
to let the old thing die, people. Most people only 
ever meant it as a joke, but there have been some 
who have said genuinely spiteiul things ~ | remember 
seeing on Slashdot a while ago that some 
poisonous Ше geek whe had evidently deluded 


“The KMS chair peripheral was a bit like a Sinclair C5 on a 
stand, and | remember it once blowing up while | was actually 
sitting in it, and I'm not exactly a blob of lard or anything" 


| got Involved fairly вагу on at the time when beta 
hardware was first available to developers. Panther 
was quite a nice machine. definitety supenor to the 
Mega Drive that was curent at the time, and better 
in some respects than the SNES, too, It was a pretty 
nice sorte-based system - you could manipulate the 
sprites on the fly for some interesting effects, and It 
had a nice Ensoniq sound chip, better than anything 
ese out there on a console at the time. | was 
intending ta do a space game with some Siar 
Raider-y aspects ~ galactic maps, space shootouts 
— and some scrolly shooty sections when you went 
down to planets. There was going to be some 
strategic aspect in there too, influenced by lain M 
Banks’ ‘Culture’ novels, which | was quite heavily 
into at the time. | coded up vanous demos on the 
Panther — sprite warping, scrolly planet stuff (one of 
them had masses of leaping antelopes init, if l 
remember correctly) and such, but before anything 
really started to core together into a game the plug 
gat pulled on Panther because Jaguar was coming 
along very nicely and looked set to give Atari a 
system way more technically advanced than the 
SNES or Mega Drive with a good few months to get 
established before Sony would be ready with the 
Playstation. This proved to be the case, but 
unfortunately there wasn't really enough good 
software available for the Jag during that period, апа 
we all know what happened afer that 


himself that he was God's gift to coding was saying 
something like "Atari allowing Minter’s badly written 
programs on to the Jaguar effectively sealed its fate,” 
Whoever wrote that was so far and so firmly up 
himself as to completely miss the point that my 
"badiy written" game ended up being the most 
popular Jaguar game ever, and was instrumental in 
giving the Jag some kind of credibility after a 
selection of spectacularly lacklustre launch titles. 

| guess I've always enjoyed the challenge of 
working on new hardware, and perhaps let that 
guide my career decisions more than being ‘sensibly 
commercial’ as perhaps | ‘should’. Working on 
brand-new systems as opposed to already- 
established ones is always going to be risky, but I 
simply found it to be more fun. I've gained 
experience on a wide range of different architectures 
by doing so, and that makes me more confident 
when it comes to leaming new systems at any time 
when | need to. For all the Nuon expenence was 
ultimately disappointing, it was also fantastically 
interesting = | was involved right at the start, before 
there was even a sniff of silicon, and through working 
with the engineers who were actually designing the 
chip | learned a lot about how processors actually 
work, down there at the hardware level. It was 
satisfying to see the chip finally come up Tor the 
first time, and to be able to see code that 
previously had only run on emulation actually 





working on the real thing. Sure, things didn't work 
сай in the end. but | spent a few years doing 
interesting work with good people, and I'm happy 
with the things that ! did produce on that system 

| guess It does irk me when people imply that 
my involvement with а system was somehow 
instrumental in that system's failure; in fact my 
games are often tha ones which people use to 
Wlustrate the potential that such systems could have 
achieved, had things worked out. If the systems 
have failed then it's been due to other factors which 
have nothing to do with me, and despite the fact 
that | have managed to coax decent games out of 
them, rather than because of it. 

People still use Jags as dedicated T2K and 
VLM systems, and people are going out of ther way 
to get hold of the last few Nuon machines — Tor ТЭК 
and v1 M-2. The main reason people seek out these 
‘dead’ systems is to get at the things that | made on 
them, and that's proof enough for me that | wasn't 
the cause of their demise. It is nice to be working on 
a system now upon which | can count on there 
being a taret audience of more than three when the 
Game is released, though 


What part of the game-creation process do you 
find the most enjoyable? 

The beginning of а new режесі s always nice — ай 
those new possibiibes — and the end can be 
grueiling hard work, chasing deadlines and getting 
your head kicked in by pernickety testers, but it's 
aiso exhilarating to be on the home: stretch, finally 
polishing and putting the feshing touches to a 
project that might have spanned years. But | think 
one of my favourite points in the evolution of à game 
is when you get your first real game environment set 
up, and you get your character moving within it and 
interacting wiih i property, and Then you throw їп 
some enemies and кұ the first hme actually get to 
pay it. That's always very satisfying. and you know 
you're movir 1g in the ngit СӨС when you final 
yourself geling addicted to your Own Game, and a 
QUICK run just (0 last something ends up tuming into 
a bit of a protracted play session just because 

you re enjoying yourseir 


How have you remained so dedicated ta the 
cause for such a long time? 

It's just what | da. 1 simply enjoy the work a great 
deal — it's exactly what I'd be doing as a hobby if 
had to have a ‘normal job, and the fact that | can 
earn my Mng a4 it в ап exoetlent thing. | love playing 
games, | love Bghtshows and funky graphics, and 
ine fact that the ОСІ wih which one can create 
Games and funky graphics are becoming more 
powertul with each passing year just makes it more 
excitinc a field to work in as time Goes Dy Obviously 
like everyone | work to pay the mortgage and keep 
the sheepies in sheepie food, but | also work 
because | really, really enjoy what I'm doing, 


Why do nearly all of your games involve shooting? 
Ive just always enjoyed shoot "em up games, | 
suppose. | ve always enjoyed that state of mind that 
а really well-balanced shooting game can put the 
player into — "the 7006’, some call it What! find 
appealing isn't the actual shooting of notional 
enemies’ — my games have rarely had targets that 
resembe any Ming creature that much (арал from 
the occasional Mutant Camel, of coursel. In the best 
shooting games there's a lovely balance between 
the need to be aware of one's surroundings in the 
game and avoiding the threats contained therein 





апа the need to confront and eiminate those threats 
in order to progress. The player has to walk a fine 
linis between risk and reward, and the more 
exhilarating me desgner can make that walk, the 
more fun the game will be. A good, fast, challenging 
shoot ‘em up game is а wonderful, visceral thrill. Not 
because the gare is ‘violent’ — the kinds of game 
that | enjoy have enemies that are abstract; they're 
obstacles to progress to be removed rather than 
creatures to be killed. іп fact | think if the targets 
were realistic and spewed blood | wouldn't enioy the 
expenence am^where near as much as Ido in 
abstract shooters. The буш comes from having 
one’s concentration and dexterity pushed to the 
utrnost limits, and prevailing in the face of an 
onsiaught that comes close to sensory overload. 
Although | am Known for shoot ‘am up games, 
паме also had a parallel thread of development 
going on since 1984 in the form of the light synths - 
which are predicated upon the idea that there is 
enjoymant to be had from an interactiva experience 
in which there is no shooting whatsoever, where in 
fact the only goal is а purely creative one — simply to 


Why do you have such a close relationship with 
the gaming community? 
Basically | am a garner, so l'm just like a lot of the 
gaming community = | am à part of the gaming 
community, That's a pretty broad church by now, 
and | realise there are a lot of gamers who preter ай 
kinds of different gaming genres to the area in which 
муск, and so inevitabh/ there will be plenty who are 
indifferent — or in some cases ever! hostile — to the 
work that | do; but that has ever been the case; 
uniess your name's Shigeru Miyamoto | don't think 
anyone can please al of the people all of the time. 
Over the years - and especially recently, with the 
re-ermergenoce of Liamasoft and the Ше community 
that has grown up around that — | have met mary 
likerninded people, gamers and coders alike, and 
found good friendships there. Some of these people 
have followed me through the widerness years from 
system to benighted system, ending up with a pile 
of obscure hardware which they use only to play my 
games, | can't help but feel close to these people, 
who have believed in me even at times when I've 
found it hard to believe in myself, and | know they 


"| simply enjoy the work a great deal - it's exactly what I'd 
be doing as a hobby if | had to have a ‘normal’ job, and 
the fact that | can eam my living at it is an excellent thing" 


enjoy creating interactive graphics displays in 
atma, usually to the accompaniment of music 
Similar things are only just now becoming 
Mainstream in the shape of the auciovisualisabon 
plugins for thangs lke Winamp, but to my mind these 
miss the point, beina passive devices which you 
simply stare at, going “Ooh, that's pretty for а while: 
IS nice at first, but ultimately as unsatisfying as а 
game that plays itself, which would grow boring no 
matter how lovely the graphics. interactivity is the 
key, and the feeling of operating a kghtsynth can be 
just as exhilarating and seductr/e as the Zone state 
expenenced by those playing fast-paced shooters 

What | hope to achieve in Linty (hence the 
name) & to bring these two modes of interaction 
together into a satistying whole. People are already 
well familiar with the concept of a shoot ‘em ир = so 
(hats how | will draw people into the gare; It will 
present as an abstract shooter, the kind of thing thet 
people might expect from the bloke who made TAR 
and 73K cut loose on decent hardware. But what | 
intend to do is make it so that the act of playing the 
shooting game proficently wil also cause the player 
to perform actions which yield graphical displays 
tat бүлсіногезе better with the musc the better the 
piyer does in the gama - eventually the 'snooting 
aspect coud become creative rather than 
destructive — rather than simply "blowing things ир” 
the player is doing something more akin to letting off 
fireworks in a display to accompany the music. | 
want to make it so that really excellent play is by its 
very nature beautiful. l'm hoping that players will 
start off playing a shooter and end up feeling like 
they are pertorming an instrument. 


What are the most valuable lessons you've 
learned over the last 20 years? 

Probably that there is no substitute for enthusiasm 
You can be as technically competent as you ika Bul 
f your heart ien tuby in the pieci you t end up 
making a poor job of it. And that one shouldn't be 
daunted by the headlong rush of technology — it 5 
possible to still be in touch and in the game even 
after 20 years of relentiess Moore's Law! 


мй be as Mrled and excited when they hear about 
this project as | have been Over since we began 
putting it into place (it's been nell having to bite my 
tongue while it's all been being set up) 

Some of these people have ended up going into 
the biz themselves — quite frequently | will encounter 
somebody who will cite as a major motivating factor 
towards learning to code and getting into the biz a 
fondiness for my oid Commodore games and 
memores of the enthusiastic rants about how much 
tun it all was in my old newsletter or in one of tha 
occasional columns | wrote for magazines. it really 
makes me quite chuffed when thal happens, at the 
idea that those silly games occasional did 
something more than cause people to occupy 
chunks of their time chasing imaginary camels 
across low-rez landscapes 

I be doing my utmost to ensure that these 
people aren't disappointed when Linity is released. 
And | hope that the game will bring fresh biood into 
tne fold, too. 


Finally, furry animats: why? 

I've just always been fond of furry animals, and її 
seemed natural enough to incorporate them 
into My games as characters. | just ike things 
that are furry, and want to be around them! 
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Tempest 2000 (Aiari Jaguar, Sega Saturn, 
РС; bastardised version released! as 
Tempest Ха on tha PlayStation, 1884): 
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Formal Abstract Design Tools 
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Set out in 1998, Doug Church s FACT is an example of an open game design methodology 
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ore components a player experiences. Taking 
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Suner Mano 64 as his case shady he uses it to derîyê бароп goals that can be applied in 


aiher types of games. There are three basic definitions used 


|. Intention = making an итріегтетасіе plan of one s one crestion іп response то the 


current situation In the game world and one's understanding of the gameplay options 


Percervable consequence —а clear reaction trom the game world to tne action of 


Story = the namratiye thread, whether desogner-driven of puryer-driven, hal Dawgs events 


together ane drives the paya Tonward суйсе completo of tha game 


Using these tnree tao, Church then applies then to different Game genres such as 
roleplaying games, sports games апп beat 'em ups, thus Henvng what elements can be 
applied from say an APO's use of story within the contexit of а sports game 
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M guest 1990 paper defining his Formal Abstract Design Tools aporaacn. Doug Cnurem says, "een. i 
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game design was Uris TOMO s 


coder, artist ana sound engineer into 


seminal book, ‘The Art of Computer 


their respective positions, the role of Game Design’. |4] Although dated in 


desdgner has remained enigmatic. 12 terms of 


ts relabonship to technology 
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*Game design has often been something of a 


kludge - a series of inelegant but generally 


functional solutions to unforeseen occurrences" 
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occurred and sheer luck. [3] Operating at a high level, Churcn's main 
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Visualisation is key to some of the most respected game developers; Shigeru Miyamoto famously 
uses Post-it notes, while Konami's Hideo Kojima uses Lego to help crystallise his game universe 
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them on a cross-genre basis. "We would 
be hard pressed to show many examples 
of how innovations in realtime strategy 
games have helped roleplaying games 
get better," he remarks, "In fact, we might 
have в hard time describing what could 
be shared.” [7] 


Assisted development 

More recently, the majority of new 
systems have been the direct product of 
independent game design agencies such 
as Cerny Games and The Inspiracy. [B] 
These companies work with developers, 
particularly in the early stages of 
production, tó plan fundamental aspects 
of a gama. 

One of the most high-profile current 
approaches is Mark Cerny's Method 
(see The Cary Method), Best defined as 
a production methodology derived from 
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The Cerny Method 





An described in his СОСЕ 2002 
keynote speech, Mark Cerny 
defined his method by 
Geconsinuctng cartmin myths 
about gama development 


myth 1: a possible to plan and 
scheciule the creation ol your 
game = pre-production is а 
chaotic process. Developers 
should budget this process to 
соқ! $1m, ла they will need to 
create successive prototypes to 


capture the essence of the game. 


myth 2: Working productivity 
means mot throwing things away 
= On average developers will 
паме 1o create five complete 
prototypes, which means 
throwing away around BO levels 
of work IO come up with the 
game's first 20 level designs 


myth 3: Cutting-edge technology 
ін important so Gull it first = this 
presupposes developers know 
when their game is going 
instead use prototypng 
technology Combined with 
Сай) одо elements to get a 
feo! lor character, cameras and 
control 


myth 4; Frequent project review 
ін essential for good 
management - there should be 
no milestones during pre- 
produation 


myth 5: Alpha is first playable - 
first playable should be just two 
leva which include all a game's 
giobal features. (1 the quailty of 
the game doesn't overwhelm you 
at this stage, rework. This is also 
Ine point to Start focus testing 





myth 6: A cancelled project is а 
sign of bad management or a 
bad team - cancellation saves 
time and money. М à team can't 
create а publshabte nest playable 
they should stop 


myth 7: Game development 
requines а 100-page design 
document = it is decentve and 
misleading to create Such а 
docurnent because Mis Ww of 
detail t& not available until the 
gare is hnisned 


myth B: To create а hit gama, 
listen to the consumer = focus 
testing will not genere novelty 
but в an important element of 
creating а ^it game 











Nintendo's Redux 





= га — —— тш = "ны H “ұр i tn a ұн“ 


One UK developar with experience of Nintendo's working methods, is Andy 
Satterthwalto, director of Liverpool-based studia Curly Monster. “When wo wore 
developing Wipeout 64 some people from Nintendo came over to Psygnosis," he recalls 
"They explained Miyamoto works by designing à game to beta stage al which point it's 
scrapped and devopment starts agan. The team may have generated something lica 50 
lively, by that stage, of which 20 may have worked so they can cut and paste from those 
working elements. In a way Nintendo ends up making a sequel іс the initial game idea аз 
its first release." This approach is also followed by developers such as Blizzard, who are 
sufficianthy financial-stable to operate on tha basia of ‘а game is mady when we say its 
ready’ An example is the million-selling Warcraft IN, which started off ая a fully 3D game 
but was extenuively reworked, and delayed by 12 months, when It wan decided it wasn't 
fun in its 3D incarnation, Planty of developers, including the heavily Nintendo-infiuenced 
Rare, also prefer to employ game designers from the ranks of their quality assurance and 
testing staff. Having to endlessly play the mistakes of previous gama designers provides 
an excellent introduction of what to do and what not to do, 





The most consistent game ever made, 
Shigeru Miyamoto and his team used 
Post-it notes to help smooth the design 
process for the seminal Super Mario 64 


Blizzard's ‘it's ready when it's ready' philosophy was once 
again demonstrated by Warcraft II's prolonged development 
process, which saw the game fail to make the Jump to a fully 
3D engine. It still went on to sell millions of copies however 





[4] Shing Crmwtord, The Ап af Computer Game Design’. 1982, now out ol print but is maladie in electonic form from 
Washington State University, Vancouver at www. vancouver мы adu! fac/peabody/game book Covyerpee himi 

[5] For example Crawford's Design Precepts for Computer Gamas are: go with the grain, don't transplant; design 
around the UO; keep It claan; process more, store less: and maintain unity of the design effort [pp. 41-48). 


Е] Doug Church had worked gs a designer а! Looong Glass Studios on senes such ав Tree, System Shock, 
Liima Dndanwortd and Fight Dinlimited. He ж cumantiy al lon Storm working on Deus Ex пеште Väs and Thaf 3 
[7] veww.gamasutra.comvfeatures/18990716/design tools 01. htm 

[B] www cmriygarmes eom, www.thaelnasplracy cam 


EDGE ! 053 = 


^ FPE NA nii ULT Y 









- ae 








-— == i i = 


Rules of the 400 
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As an on-going scheme, any designer can submit a rule to fhe 400 Project 

аз long as it follows five delinaors. They are 

1. The rule should бе stated as a concise and imperative statement, followed by a 
paragraph explaining ÎÎ in more Getai 

2 What is the rute m domain of anplication? For example is it a general rule for ай games or 
a rule that applies only to games that use points and scoring? 

3. What rules does this rule trump? What rules or principles does it take precedence over’? 
4. What rules trump this rule? What takes precedence over this nile? 

Б. Examples and counterexamples. How has this rule been used well in popular games? 
What examples ага there of games where it should have been used? What games have 


suffered because | wasn't used 


An example of the one of the 400, as explained in the April 2002 issue 

of "Game Developer’ magazine 6 as follows: 

The rule; Provide parallel challenges with mutual assistance - а designer Should Siwaya 
provide players with several challenges, the accomplishment of one of which makes It 
easier to accomplish the others 

The rule's domain: This rule applies to all games, 

Rules it rump: Nona. 

Rules it is trumped by: Provide clear short-term goals. 

Examples: Both the Civilisation senes and Diablo I! are effective examples of this rule as 
there are rarely any Doltlenecks to players overall progress 
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Cerny's experience of game development 
from his days at Atari, Saga and more 
recently with Sony developers Naughty 
Dog and Insomniac, It is designed to 
focus developer attention on ensuring 
that tha core game idea is exciting to play 
as well as commercially viable before 
entering into fullscale production. [9] "Pre- 
production accounts for BU per cent of 
mistakes," Cerny reckons. [10] 

A key part of the Method recognises 
that developing games is not a linear 
process comparable to storyboarding 


and scnpt writing for fims or defining plot 


arc and characterisation for novels, 
Recognising it as an inherently emergent 
medium, Cerny's drive is to capture the 
vital essence of a game as early as 
possible, polish and refine it for as long 
as possible, and only then progress to a 
production schedula. 

This is important because, as Cerny 
points out, there is often a temptation for 
developers to over-design their concepts 
at toa early a stage of development. This 
creates problems down the line because 
developers are trying to define Issues they 


do not fully understand 


“The 400 Project presupposes that there are 
roughly 400 rules game designers use, either 
consciously or intuitively, when creating games” 







Whereas Method offers a production 
system, the 400 Project is an ongoing 
drive to provide a checklist cf discreet 
game design rules (see Rules of the 400) 
Originated by Hal Barwood [11] at the 
2000 Game Developers Conference [12] 
Іп а speech called '4 of the 4007, It 
presupposes there are roughly 400 rules 
game designers use, either consciously 
or intuitively, when creating games. The 
400 Project is currently overseen Dy 
freelance designer Noah Falstein and 
founder of The Inspiracy. [13] Falstein nas 
around 30 rules provided by 15 or so 
designers, which he hopes lO make 
available online, as well as working up 
into a book. Examples include allowing 
prayers to turn the game ой, protecting 
the player's suspension of disbelief and 
providing short-term goals. “Both Hal and 


are very pragmatic and Nave an aversion 











The Denki process 





It took Denki 46 weeks to develop the Game Boy 
Advance title Go! Go! Beckham. The process was 
broken down into four major phases. The 
development phase where prototyping and game 
concepts меге explored took six weeks. This led to 
pre-production, where what Penn calls the game 
repertoire is constructed. This took 16 weeks, 
Production, which would be the main development 
phase for most developers took only 10 weeks and 
was followed by 14 weeks of post-production. "The 
idea is to adopt a placeholder mentality where it's 
easier to change something than make something,” 
Penn explains, “You're always thinking about breadth 
not depth, which rneans you're trying to establish a 
fuil product at every stage." 


ЛГ (| 
П fi fy 


The first version establishes its structure 
with placeholders. Components are built to 
be easily modified or replaced. The 
product can be used and the toys and 
events tested. It can then be exploited 
through the established foundation 
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to purely theoretical concepts," explains 
Falstein. "So far lve found the idea of 
codifying rules a useful tool." 
It isn't only external designers who 
are coming up with techniques to aid the 
development of better games made 
smarter, though. There have always been 
examples of companies enforcing 
homegrown solutions on their teams. 
Perhaps the most notable is Shigeru 
Miyamoto's use of Post-it notes during 
the development of Super Mario 64 and 
Legend of zelda. [14] Usina such scraps 
of paper, the interactions betwee 


intangible characters, game objects and 





environments could be physically 
investigated and played out on the Best practices 


walls of Nintendo's offices, enabling the 


team to pin down a coherent first-pass 





game design (see Nintendo's redux). 
Another example of novel design thinking 
includes Konami's Metal Gear Solid (sea 


Building with blocks), while Valve's Hal- 














Strange as It now seems, back In September 1997 Half-Life was 
wasn't working out as fun as the developer had hoped. To turn it around, Valve created an 
internal design group called the Cabal, Consisting of a cross-section of the company, 
the powerhouse tor refocusing the game and me 
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The second version of the product 
incorporates the first pass of audio, video 
and play. The product's status is 
constantly visible and as the placeholders 
are replaced it's easy to see, hear and feel 
what still needs to be done 


The third version of the whole product has 
detail added - mostly effects and 
ceremonies but also additional animation 
other little touches 


mA DOT MALTY = 
үүнүү, VECO 3 ANM AILAN A ХОД 
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—— s i او ر ا‎ 
Not sure if it's going to work? Then get it 
into the game as soon as possible believes 
Populous creator Peter Molyneux 


— oua eee es 
а game in trouble — if just 


it became 
t four days a week, six hours a day for five 


months. Another method often used by developers in the early stages of game design Is 


Life and Lionhead's Black & White, 


Ss ee‏ | ڪڪ їл гї‏ ڪڪ 





respectively, demonstrate the power of 
focused team thinking and prototyping 


(see Best practices). 


prototyping concepts with basic technology. A good example is Lionhead's Black & White, This 
process has been continued by Lionhead's satellite studios. The designers of Intrepid's BC use 
a simple test-intertace to test game systems using a scripting language. "Peter Molyneux 
always says the best way of determining whether an idea is successful or not Is simply to put it 
in the game as soon as you can," explains BC designer Ben Cousins 


ІҢ Cerny's game credits include Marble Masnass for Atari, Sonic 2 Tar Sega, the Crash Bandicoot franchise and Jak and 
Daxter for Naughty Dog Sony and the Spyro tha Dragon franchise and Batcher & Clank for insomniac. 

[10] Mark Cery, game design keynote, Method, СОСЕ Wednesday August 28, 2002 

[11] Hal Barnwood, legendary LucasArts developer, who has worked on the naana Jones and Monkay Island series of 


games as well as various “Star Wars’ projects 

[12] GDC s the annual conference for developers held in San Jose. Events also take place in Europe and Australia. 
[13] Ex-LucasArts colleague Noah Falstein collaborated with Barwood in a 2002 GDC talk entitied ‘More of the 2007, 
The project has gained а sami-formal status in Falstein's monthly column “The 400" In ‘Game Developer’ magazine 
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Rainbow Six 

Red Stomm Take 2, PC, 1998 
Squad-based games and narrow 
spaces are a dangerous combination 
as discovered in the ongmal 
incarmation of the tactical shooter 
particularly as there was no 
backward movement animation for 
troops in the crouch position. So 
players literally had to shoot their 
way through their own squad to get 
out of tight cul-de-sacs. 


ho--————————À———Àa ң د معو ق و‎ AXE 


14] The most famous game designer ir thes world, Shigeru Miyamoto stared hs career as an artist at Мігінеідо Іп 1977 


Unforeseen circumstances 





Deus Ex 

lon Storm Eidos, PC, 2000 

Two factors did it for Deus Ex. The 
first was the physical modelling of 
Objects in the game, combined with 
the fact that the player didn't set off 
proximity mines they had planted, 
resulted in players using their mines 
аз а climbing devices and completely 
destroying the careful constructed 
level boundaries. 


Ha la the creator of came franchises such ая Donkey Kong, Mario and Legend of иісін. 


[15] Set up in 2000. Denki consists of some of the programming. audio. art and design principals from DMA, Design. li 


А more rigorous homegrown 
approach is that followed by Denki, |15) 
This self-styled digital-toy developer 
focuses its design work on ‘product’ not 
game “Тһе reason we do this is game 
5 ony one aspect of product, explains 
product architect Gary Penn. [16] "The 
are almost conflicting roles; production 
requires work to be carried out with 
afficiency whereas designers always wart 
to explore more possibilities," Denki 


solves this dichotomy by breaking down 


followed by preproduction, a short, 
afficient production phase and completed 
by a longer post-production or testing 


phase (see The Denki process) 


Tools of the trade 

As almost everyone agrees, however, 
none ol these solutions are the panacea 
to the problems thrown up by modern 
game design. Mark Cerny notes that his 
Method only works for studios with the 


ability to shuffle team members irom 








Onimusha 

Capcom, PS2, 2001 

Respawning enemies whenever you 
enter rooms is fine as а game 
mechanic but in this case it 
undermined the whole levelling up 
process of weapons, which revolved 
around collecting the souls of killed 
enemies, The key flaw with 
Onimusha was that once cleared, 
only thé weakest enemies would 
respawn in a room, thus providing 
the player a tedious but effective way 
of becoming very powerful 


tne development process into àn 


exploragve dGevelooment pnase, Wren 18 





Halo: Combat Evolved 
Bungie/Microsoft, Xbox, 2001 

One of the most controversial 
subjects for пате designers is save 
points. If you allow the gamer to save 
anywhere there's a feefing the 
challenge of the garne is destroyed 
by a constant save, die, load 
mechanism. the use of automatic 
save points in Halo, remove the 
freedom of the player to control their 
progress through the game, while 
combined with the two weapon-only 
rules on occasion punished players 
by saving their progress in extremely 
inconvenient circumstances. 





project to project as well as those with an 


especially close financial arrangement 


"Production requires work to be carried 
out with efficiency whereas designers always 
want to explore more possibilities" 








Red Faction 

Volition THQ, PC. 2001 

One of the golden rules of game 
design is maintaining a coherent 
universe. Red Faction did far worse 
than just breaking this rule as it was 
marketed on the basis af a powerful 
and novel gameplay mechanic - the 
ability to blow holes in walis. 
Unfortunately the game completely 
restricted the use of this skill to non- 
critical instances, 


and other handhelds. Published games include Denk Blocks! and Go! Go! Beckham! Adventum on Soccer Island 


[ЪЁ] Gary Penn was ОМА Designs creative manager for three years, working on (ne GTA senes and games such as Vid 


nbets пвеїї аз a digital toy company and works on games for devices висі as interactive TV platforms, mobile phones 


Metal County and Body Harvest, Не now worka at Danki 


with ther publisher, Equally, both the 400 
Project and FADT remain underdeveloped 
processes, while Denki is a small studio 
working on relatively well-dehned projects. 
Perhaps more importantly, as Doug 
Church points out, developers do not 
make games out of tools, they use Toots 
to make games, so even if these methods 
were complete, designers would still have 
to be able to select and use the correct 
tools for their particular project. 

However, the fact that so much 
effort is being spent trying to work 
through these problems can only be a 
good thing for the industry, There may 
be a long way still to go but at least the 
process has begun. The result can only 
be a stronger development 


community and better games. 




































Case study 
Collaboration at work Sick Puppies’ Ghost Master 


One current example of a developer working with an external design agency is Sick 
Puppies game Ghost Master. "With the scale of today's games it is essential to have a 
fuli-time designer or design team. However there's no requirement to have that design 
team in-house — in fact it can be more cost effective to employ them extemalhy on a semi- 
regular basis." explains Sick Puppies’ development director Gregg Barnett. Having 
previously worked with designer Chris Bateman (who since founded the agency 
International Hobo, on the game Discworld Noir, Barnett didn't hasitate getting him 
involved. 

"| set out the initial design vision on paper and let Chns go off and flesh и out,” 
Barnett explains, "Most importantly | could always control the vision. This is vital; the 
external design team must realise that they are providing a service to a client, not a 
crusade to get some design of their own made." Bateman agrees; "An "us and tharm’ 
mentality can be fatal in outsourcing, so we try to counter this by making it clear that we 
are Completely subordinate to the developer.” 

"The only weakness, not having the designer in-house, can be Іштей into a 
strength," Bamett continues. "Keeping design and programming separate necessitates 
constantly updated game design documents. In fact this is the first game | have worked 
on where we managed to keep the design documents completely accurate to the game." 


Elements of Ghost Master are being designed by an external agency. Though Gregg 
Barnett holds the vision there's a benefit to having an objective input at key points 
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ай systems other than Satin was at once Me beat decision on Sega S$ Made! T arcade палма. Lie almost ай of Segas | therm te Saga own Saturn, be caled his entre AAD 
Narayana san oui have mace Ev the Aapanese make arcade and conscse systems, Hideki Sato and hes Беда ANON riepartment to Sega heeacdeuarters for an emergency meeting 
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Psikyo's 32bit shool 'em up. damat: аге дїї! invariably'o! the horizontal scrolling variety Providing SAY from the multitude of vertical The lewo of nudity in (he: "hentai tithes i is PNA nm the PN 


arcade ports on ta. Saturn, The bonus disk included with Sengoku Aige features а Welcome inventory of all (ts games ever mlonsond rating syatemn, The Miei Nonae нее пеене уе ы \ 
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| КОКК АЙ | Directions їп the stars 
D NASA ОЎ! Sega licensed the Satum specifications out to the principal 
] à ' ] n iM 


\, NW component manufacturers so they could buid their own clones 

of the Saturn hardware. Japanese licences wer given to JVC 

E Victor, Hitachi and Yamaha. This was not the first time Sega 

used this marketing model, a5 clones of the Mega Drive and 

Mega-CD hardware were also produced previously. М 
Other than the ongina! grey Japanese Saturn there were: Ф 
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| Ta | two versions of the white Salum: the Hi-Saturn (Hitachi ҮЙІ 
' س‎ ғақыл WY y MON manufactured with an MPEG card added): two versions of the Ў 
Mars | a 0, Nis ; RO (ҮЛ, б) Ws ANN ККЕ А | V-Satirm HVE- Weco manulactured): the Skeleton Saturn (with Y 
е БЕТА а ыы emm ұл» M | AN ANS NY NL "This is: cool’ logo — 50,000 produced and the Blue Skeleton MN 
eee ou. p" NNNM NASA Y WAS Salum (released on March 2 25, 1999 in a oromotional Ше-іп with 
1 NR һу КІ PAN \\\\ » А5015 Derby Stalliort Salum game = 20,000 produced), 

WM | NG A Mi WA Тһе Rolis Royce of the Saturn hardware versions is | 

AN iN) үү қ (ОНЫ undoubtedly the Hi-Satum Navi (ЕН), Also mace ty Hitch, VP) 
М MANN this made! had à low, square and completely tat profile, and 
MN Wi ШІ \\ 9 | DA (М came with an add-on LCD monitor What made the system бо | 


ке 


у NN NN \ WM interesting was that it included a modem and а GPS recover | 
NV | lor use ава navigation device in luxury cars through à joint deal 
T әліп Missir Тһе system is аз гага and desirable as they come. 
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‘There's currently a lack of old-style genre games: People stil 
and love these games, even i they seem to be hiding in the closet 
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Тһе domo of Battle Garegga supplied on the re-release af 
Soukyugurenta’ enticed many to hunt down this lovely Ше. 
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| What they think now 
ныаспғамт ЛАЦ ЕЕС г | "You can have the best games in the world, you can have the 
x - best machine on the market, but unless you гой the two 
together with solid marketing and add to ita wide range of 
| creative software {топ а varie mix ot talented developers, you | 
| Wort succeed." 





E -== ==- — ----- - ف وه د و‎ тег ВИ А : ' 7 0 | MA n WAL \ VN i | 
The DO and GO гше of Marga fure done tithe to dampen the soaring prices er ONSE Ау ЛЛК “E think the Key to success in. videogames nowadays is how 
этїї enjoyability ot Radian! Silvergun, Still te tradifionatist'e weapon of choice i OON | quickly and firmly you form the business model and how tha. 17 
VAL NINA ATEN ҮҮ, М | MM \ тее орочен MN NS "m ІШ manufacturer із obliged to launch hardware at the right price, Қ» 
OA AA CAN YN NONE au DU M VARI E i with the nat timning and with the right marketing. This Xe 














" ҚҚ 1 l г ту n ) | encourages the рагу cormmunidy to develop gares for the du | 
W КҮ » ' | platform, Thirdparty games follow after the initial launch Then, DAN 
T) QNA we must appeal tà the right user and we also must review Ihe |0” 
S NW | price point of the hardware. We also need cames to appeal to. (o) 
MAN M the righ! users and various publishers, and then also we nead. pin 
RAN i an overall marketing strategy. (think Sega didn't males misi OA 

ІШІНЕ Қ М MY business model in tha right мету, This is the mason we ‘ye Dewar үү) 
УУ behind our competilprs... [think they thought our business "MA 

Î model was.not attractive enough to them for making a huge MUR 
lÎ investment... maybe because of our huge зисосево with 10b O 
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“қаты ue [| “Wwe have lost some crediblty among dur Satum users — even 
NDA f | 4n Japan - because they have seen this PlayStation become 
Oat 


M UM Hi ANA ), the deminant force fin the workdwide videogame market]. 


PEST In the past, | think that Sega has maybe been arrogant.” 
0 i 





ОО "I really think Saturn's failure was a combination of things. Bad | i 
\ MUN timing, high росе, launch software that didn't sell the hardware, 777 
Mn T no Sonic at launch, limited retail distribution, and [The] 32x n 
) қ УК I didn’t help out our posibon at natali, with the consumer or with 
"n 0} the develaper/publisher community. i don't think any one thing 
11 was the sue — it was the layering effect thal These things had 
ККМ onthe business. Remember, no launch e 
AM Қашан You can hide a lat of mistakes by 


j| overcompensating in different areas. " 
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( ҮЛҮЛ КҮТӨ UU NA ОШОЛ) шм | | "Тһе Боол line is that Sega was too loose with Its money.’ Мо | n 
hi n б ddr a КҮТ | | matter what | told Nakayama-san, he just brushed me off 
What I do know ie business. уала ry evi Kio ! 
games, but he did not knaw business. 
"As a result, Sega кері going after рготЛовв and did not — | 
’ consider rts balance sheets. They did nat think about cash flow | 
. at ail, The business management fof Segal left me totally 
, dumbtoundad. One of the basics of business is that you hand 
ower the product to buyers and receh money in netum. 
| Unfortunately, cur management personne did not even sean 
to know this бәс fact That is why their altitude was 50 
| nonchalant, even if Sega wes accumulating debt. They had na 
| concept of production schedules or product management on 
their minds. They thought nether of balance sheets nor cash 
ыы ыы | flow. They knew a КА about games, but they didn't knew how 
| | | M | Ia run the company" 





Actually this may Sound unfair, but ldo blame Edge in part: 
| feel that its constant talk of іту apparent underpower 
| filtered down to other supposedly lesser-informed redio 
[B edt tech vns FEDERN NUM: | 
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\ K (ү TSAA te NNI ШЫ КН | nantly Working Designs was originaly due to reae ome. 
Малу of the greatest arcade shooters appeared on the Satien- | на DES QS Mie v hd мен Marano deci Vietor fol | 
based Titan (ST-V) arcade hoard so ihe ports just kept coming. ы exptains. “Soukygurental) Thunder Farce 8, Thunder Force Gold 
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The legendary progressive shooter 
A sprawling game that showcases 
the best Satum programming ever 
seen, Perhaps the import tte most 
wanted Dy the most peopis 
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Seouel lo Caves Arcade to байт 
1895 shooter Donpachi 
power-ups and frantic onscreen 
action, The game is highly esteemed 
by many connoisseurs. 
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Capcom s long-standing support of the Satum ensured 

some of the greatest ports of the 7904 found their way anto 
the System = albeit often requiring the IMDB RAM upgrade cart. 
H this fist Seems dominated by Capcom children, that's 
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is simply fantastic. 
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Poor framerate, long loading times 
and denvative mechanics hamper 
but don't stop this 
a relatively enjoyable alternativ 
Capcom's output. 
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Treasura's charming action RPG is 
one of 1те true Dàrgains one can now 
lind. For the prophetic this was the 
first cea confirmation of how the 
Ssiunn could deliver wonderful 2D. 
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continued in three instalments tor the 
saturn. Shining Force Premium was 
given tree to people who bought all 
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Collecting ай four Phantasy Star 
games in one package and adding 
bonuses of original television adverts 
and artwork, Sega sought an answer 
to Square's Final Faritasy Anthology. 
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Edge looks at a selection of the more — | 
ill-conceived, unfortunate and downright dismal 
releases in the history of the gaming industry 








Tie] pau 
ү А y 


| a 
ties | 
A | 


ы», 


E C] 11 
ETT а ТҮ ЛҮП "n -— — 
TT! а. 2*4 ir 


d uF 
ЕТ 

Г - " % 

Lu tê ow қ : 
" л c 15 
y Р 

" „жайа ж i ! j ' 

í ATAA 4 — 
) IER AA, 
es д Л г. 

Ж ae 











ee ha à La cles 
sli A a anise rey 
та 

ҮҮ i IM 1 M MU М 







а. p -— 


OTT 





ТЕ 
BA | 11 if 
Т 
fia “з, 






OPEN т 
!1» 


C aad "^ 





Daikatana: the darnned 

Whee Edge contacts John Romero to discuss 
Daikatana) na politely dectnes. “Thanks tor the offer,” nes 
prompt А begins, "but | don't really have (much to 
Say about Dalkaland's development СОО (or fons 
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The world's most respected videogame reviews 


Links to the past 


Where's the passion these days? 








| ping thraugh'a mid-Wfe cries? hot the кіт where vou tim 
(3 With teenage secretarres, grow a peny tall and rediscd var 
ӨШ, love far leather. This (6 the. a0-somathing matics that seems 
to te affecting videogamers everywhere. TF there's one Kind af 
latter Edge has been getting recently ІК the kind айб That 
videogames dert contain the spark they used Yo. ү/леге аре tne 
Elites, the R-Types and the Super Mario Worlds of old? 

Fortunately this month presented us with sore amas to 
savour, Jaita also Gave us severi reasons ta Keep The faith 
White Cnmsen Sea, Panzer Dragoon Orta and Q TO. GI may seem 
lke typical lspanese esatera they are ай адаы executed 
ities that combine depth with accessibiity, Problem is. they're 
шүйкту to тесер the jocalisation and marketing resources they 
deserve when reidased in the west, Lis Jet Set Fradio Future al of 
them Threaten to appear with a ftamulenmt fanfare then sini without a 
trace. They are an acquired taste, perhaps. Dui wel, worth Anyimg | 
уси can feel your passion for Garnes is draining mum. 

Моге Interesting still rs ine release of tha seminal Tin Leod 
of Zelda: А Link to the Past, containing multiplayer tonus Four 
Swords, Most classic retroganmes rimam eayable and Tun, evan 
after the haza of nostalgia has dissipated But this 2D RPG does 
something mora: it Uutrerty reinvigorates vour passion far gmng. 
Lazy words and phrases can be used to describe its willanga it's. 
спат. Its balanced. the Сона is delicate, the purzies іме, 


Involved (mts urierse from the Very first minute, Auheugh the 
warld is sprawling the goals are focused. thoigh he Mem 
are ^ iy the characterisation’ p exquisite: 

. Enni Is partly: 8, symptom of mass delusion buught Меру 
by over: zealous marketing. Publishers. developers and the 
general gaming press will tell you that аттан such as Tree 
Getaway and Star Wars Bounty Hunter are excellent examples 
af the form. How can yeu not be disappointed when these 
overblown tities Тай tc engage and enrich? But how. many people 
wil bother to even took аў the box to Mr Dritter Drill Lang? 

There are games. Out there that can rekindie the ole] fire. 
You just hawe fo ook hard enough 
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As you'd expect, Orta |8 a quite beautiful game, 
from deserted wastes and picturesque valleys to 
berserk attacks and abstract landscapes 





Panzer Dragoon Orta 
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| 15 been à long wait, but it's finally here 


Fans of the Panzer Dragoon senes might 
sil De sacgntiy disappomned py me act ІЛЕ 
sega na hosen Іо resusciale ine c ram 
shooter incarnation of the series rather than 


Pen; Čarna: farne AA Iles کا کک کے‎ 
Dragoon бада; fans of onals shooters will 
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just бе happy that at least one publisher 


Boss encounters require frequent acceleration or deceleration, but manoeuvring uses up part of a 
gauge that refills over time. The Base Wing's gauge affords two manoeuvres, the Glide Wing's three 


UBL 


Format: Xbox Publisher Sega — Developer: Smilebit Price: Ұб,В00 (E35) Reisase- Out now (Japan), March (UK) 


continues to persevere with a genre that was 


considered unfashionable even when the 


secure) EX Ж „т а а єз гї ы гый ele 
original Panzer Lagoon evolved out of a 
Soon Graphics demo io whip Saturn 


bes € g= йла = fee Ea" iF E ға т. “ТҰ 
DOYS lo a frenzy Seven years ado, Bul 
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whether it's any good, well that’s a slightly 


different matter. 


With only one publisher producing an 
rails shooters of any note, it's impossible not 
to compare Panzer Dragoon Orta with the 
most recent example of the genre, UGA's 
subiime Нег. Both games are the response 


to the same problem; that of updating a type 


E ыч чара на rh s єч — $ 
Ol game nal is widely Perceived as delunci 
А = - + = .-.- 4 ғ [] zl 
manng it researtt әкелсе Ima rre 
cu r 4 Г | ча 
гггһ рге "T LOREM NT T ein a u иа 


спа! Capers m entire ches. Uniorunatsy 
for &milebit, the comparison is not entirely 
favourable to Orta. Whereas UGA kept things 
simple, refining only the visual and aural 


aesthetic, Smilebit has tampered with the 





very fabnc of the genre, by adding new 
controls = the ability to accelerate and 


mos, mmr Hen, olka de vais = ға жағы 
песеегаге, and Te abpidty to Swtficn Denes 


-- Y- m4 - ғ” Thr". a" ға! 
Әтелегі cdragoon forms = and by veenng 
from the established crescendo to climax 


igvel ТИСЕ 

It doesn'! quite work, on either count, 
The introduction of adcitional controls 
overcomplicates the action = particularly 
when using the more clumsy western 
controller. And the decision to vary the 
pacing of levels results in some forgettable 
sequences. Basic controls will be instantly 


familiar to seasoned Panzer players; cycle 
13 


compass, Shooting down enemies or 
incoming projectiles using a target lock й 
necessary, while a berserk mode charges 
up after successive attacks allowing for a 
temporary burst of increased firepower 
The maior new introduction is that players 


can cycle through the three dragoon 
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Choosing the right dragoon form as the situation 
demands introduces a tactical element, but also 
adds an unwelcome layer of complication 


The original Panzer Dragoon is the most 
desirable unlockable, but there are several 
other minigames, artwork and cinematics 





forms, accessing their particular strengths 
and weaknesses 

The Base Wing, as you'd expect, boasts 
average firepower, and average agility, being 
able to accelerate or decelerate twice before 
hav ng їо recharge The Glide Wing is the 


most адве form (able to accelerate three 


"Anyone awaiting an on-rails shooter that's as 
accomplished as Rez will feel underwhelmed, 
but Panzer enthusiasts will be delighted" 


at tie сов! of decreasing Ine insinctve 
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Serian Enemies - іздеу bosses — and the 


Sound choice 





Although the Japanese version of the game 
comes packaged with a soundtrack CD, the 
musical accompaniment to Orta's 
endeavours is actually rather mixed. At its 
best it's reminiscent of previous chapters in 


though it boasts the weakes po immediacy that characterises the best shool game features a quite significant, and not the series, the 5.1 score complementing the 

uniquely effective at dodging and shooting em ups. And though cycling through the wholly welcome, degree of complexity acbon brilianty. but at t's worst It'S just 

псотіга projecties. Finally, the Heavy Wing three forms is quick and easy it's not possible Equally, though most of the game's te offensively intrusive. For the large part its 
di simply innocuous and forgettable, bul for а 


сап! accelerate or decelerate at all, but it 
features the mos! destructive firepower and 
tha most effective berserk attack. While this 


all adds a greater degree of tactical depth, it's 


lo switch directly to any gwen fom, мї 

can produce a few unnecessanly hairy 
йге Ч рун ee ЖЫ НЕ Ф| = 

moments. Combine this with the 


acceleration Geceleration reauired to defeat 


adapters supscnbe [O A COnvenional pacing 


and rhythm, there are some that toy with it - 
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farting with a boss encounter for example, 


or finishing without a boss. None of these 


series that has historically impressed in this 
area, it's a bit of a disappointment = 
particularty since Нет has set new standards 
for the use of sound in a game of this type 
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Although it's a bit disappointing in purely 
mechanical terms, Orta ia a welcome return to 
the imaginative landscapes of a much-charished 
series, and ought to be commended for that 


ЖҮ Ahh 
Wn y ll 
Мешін 


ү ТӨЛЕ 
Мм "a 
i ca V 





| Тү ORNA 


ube Pepa 


1 


As a technical demo for the power of the Xbox, Orta will probably remain unsurpassed, Which somehow 
seems rather appropriate for a series that started life as a technical demo for Silicon Graphios hardware 





levels 15 entirely successful, and most are instantly familar, and musical themes sumptuous and comprehensive suite of 


биту unmemarkabie. Most lamentable of all enemies and level architecture have all been Lockable extras. Aside from the anginal 
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to hiahbight the structural inadequacies of Specialisation, since it's not possible to ful loved game universe. As for those мс 
the new iteration evalve ан three Torms remain unmoved Dy а genre mats 


Blut though these are undeniable Perhaps the most impressive feature of cyanvvhalminc ply linear? Well that's their 





disappointments, Ortas greatest strength is the games the way in which an initially brief problem. Philistines. 


| the way in which it revives and revisits fond lifespan (under three hours in the default —À 
Boss encounters vary from the instantly қ 


memorable to the downright forgettable gaming memories. The core gameplay is difficulty setting) is remedied by providing a Edge rating Seven out of ten 
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Although 0.70.G/ is short, it manages to 
pack in a greater number of memorable 
encounters than most other games that 
are twice the size 


094 





ЕИО. 


Porat: Xbox 


here аге some games that simply exce 
1 sum of their parts: ico, for example 
or Rez, to name but two. And now О OG 
іо пате a third, Just as there are those who 
fail ta see /co as anything more than just 
another dungeon craw, or Rez as anything 
other than an atavistic throwback Lo simpler 
times, there will no doubt be some for whom 
Q.TO.GI is just a thirdperson action titie that's 
over all too quickly. This, however, is to miss 
the point. From Software has produced a 
game that exhibits such an effervescent 
confidence in tne viceogame tomm arx 
produces such dizzying sensory satisfaction 
that it defies the constraints of the genre. 

The flaws that these doubters will alight 

on are likely to De a camera that falls 


1erry-biossom entrance 
ves of enemies and 
picted with panache" 


slightly short of satisfactory; an initial duration 
that's undensably brief, and a default difficulty 
level that errs a little too far on the easy side 
of caution. Such criticisms are valid, though 
not really matenal. Completion of the first 29 
missions is unlikely to take much more than 
әкүті hours, DUT doing so uniocks a higher 


jifficulty setting and its also possible to elum 


to completed stages throughout the game 
with better weapons and more powerful 
magic. Equally, tha camera only becomes 
problematic dunng one or two levels, since a 
target lock combined with the subirne sense 
of control enables you to enact destruction 
on à grand scale without hindrance 
In any case, despite these flaws, 

O. TO.Gf's underlying mechanics are sound. 
After the unbridled simplicity offered by the 
demo given away at last year's Tokyo Garne 
Show, tha scope for tactical customisation 
can initially be a little bewildering; completing 
missions ears expenence with wren to 

rchase new weapons, Macc and 
accessornes or repair existing weapons. But 
once the action starts, it quickly becomes 
Intuitive, thanks in part to the eiegant control 


implementation that also figured largely in that 


demo. Graceful aerial combos are facilitated 
Dy combining a dash move with double 
jumps and enviranment-randing melee 
attacks, and destroying demonic assailants in 
an elegant manner forms a Substantial part of 
the action. All the while, a magic gauge 
counts down until its eventual depletion 


Publishar- From Software Ooveloper: In-house 


Price: Ұб,800 (£35) — Heiease: Out now (Japan), ТВС (UK) 





Combat in O. TO.GI is enhanced immeasurably by the joyously rendered sense of control, but despite the 
consequent possibility of balletic violence, the game is about so much more than simply fighting enemies. 
Most missions are more cerebral than that, each featuring some sort of set-piece action in its own right 


aradualty and fatally saps health 

S0 far, 50 conventional, though О.ТО.С/ 
is атууга ош a standard Ihirdperson action 
Ше, thanks to the Опіћаліу atmospheric and 
imaginative way іп which a classic Japanese 
folk tale has been re-imagined and brought to 
digital life. The story of Raiko the demon-killer 
has been retold Countess times through 
Kabuki theatre performances, classical music 
and woodblock prints. From Software's 
stylish interpretation is assured, and informs 
the game with a profusion of breathtaking 
moments. From Накоз зра. 

26550 waterocolour 
sketches ol enemies and items, Heian Japan 
is depicted with panache, and each stage Is 
a remarkable set-piece in its own right 

Indeed while mass destruction is the 
game's core focus, each mission offers а 


different twist, be it engaging a majestic sky 


dragon in combat against a backdrop of 
lethally bristling lightning, or crucifying a 
massive spider demon before ha escapes nis 
ancdings. During a great many stages it's 
even possible, or advisable, to avoid combat 
altogether, 10 locus on more varied 
objectives, such as destroying a massive 
fountain, or racing through magic portals 
before Raiko's health dissipates 
By bravely appropriating the themes о! 
folk tales that have bean extensively тейсісі Dy 
more respected forms of entertainment and 
transtorming them into such an unabashedly 
stylish and unique videogame, From Software 
s demonstrated an inspirational confidence 
in ns madium and a refreshing faith In Its 
audience., And by doing so, it has 
produced a quite beautiful expenence 


Edge rating 


Eight out of ten 
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Additional experience can be earned by high-scoring combos, or uncovering secrets, allowing access to 
a broader range of weaponry and spells with which to wreak destructive havoc on the forces of darkness 


Turning Japanese (into English) 


It will be interesting to see whether О, TO. GI Is to benefit 
from a PAL conversion that does justice ta From 
Software's Staggering recreation of Heian myth. With so 
much time and effort having gone into creating a sense of 
pseudo-historical authenticity, it would be a shame for a 
Sloopy or inadequate localisation job to underrmune the 
gare s strongest facet. Linfortunately, since videogames 
based on Japanese folklore boast little obvious appeal to 
mainstream western audiences, Edge isn't confident 








You'll find team-mates invaluable when 
confronting bosses, but keeping them 
alive can sometimes be rather tough 
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Controller rumble brilliantly adds to 
the tension as enemies hove into view 
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confound expectations. Every indication 
was that it would өтей give the company's 
well-established battlefield warfare series a 
distinctly sci-fi twist, So the fact that the 
game со 


be commended. 
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Yas, there are several levels with which 

Dynasty Wamor die-nards will be familiar 
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onscreen and expecting them to be 


dispatched win а vanety of guns. Neo- 
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ога, and тте ев weapons, before 


reaching climax with a suitably tense 
encounter with a bigger, harder alien, During 
one stage, Edge managed to pull off a 


ems 
combo that took out over 900 enemies, and 


tnough this іс as good an mcdicator as апу as 
to how many individuals are concealed within 
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tactical sweep or the ebb and fow of the 
battlafield as the Dynasty Warnors series 
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added dimension of Аі-согігодеа team- 
mates wno can be arranged in tactical 


formation from а simple menu. And 
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and а wide selection of weapons and 
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Out now (Japan), March (UK) 
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Neo-Psionics are probably the best way to extricate yourself from dicey situations, but if you're 





afer a combo that reaches the 900s, you'll find guns and mélée weapons are probably more effective 
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While one 
NPC 


mission Mgnt see you racing an Сату coming c Japan Whether 


lo reach a target, another might see will translate into commercial success 


3 brevity that seems to nave afflicted ай 


Japanese Xbox exclusives 
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(OU AMENDING tO pICK up objects Tom a 5 another matter entire 
moving conveyor Dell. Some levels even 





demand combat against unseen в 
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Choosing the right payload and acquiring plenty of new Neo-Psionic powers is essential to success, since 
mission goals are enormously varied, but to do so it's necessary to pick up currency hidden across levels 


First wave 


Crimson Sea is among the first batch af titles that will 
be granted a European release by Koei itself. А recent 
deal saw THO overseeing the PAL conversions and 
distribution of Koei titles in Europe, but pnor to that tne 
company's titles were only given piecemeal PAL 
releases Dy apportunist publishers. Even under tha 
THO deal, the company's tities have perhaps suffered 
commercially from being just one part of a broader 
portfolio. Hopefully the establishment of a European 
office will enable the company's line-up to enjoy a 

It's not all about combat. In some missions, it's more desirable to avoid drawn out confrontations degree of commercial success that matches the 
because they get іп the way of your objectives, such as chasing after a reclusive hermit (above) company's considerable status in its homeland. 





The Legend of Zelda: A Link to the Past 


Format: Game Boy Advance Рибаћ: Nintendo Developar In-house/Capcom Proa: $30 (£19) Aeloase: Out now (US), March 28 (UK) 
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Ah, memories. Like reading a favourite novel for 
the third or fourth time, you might know exactly 
what's going to happen, but it's still wonderful 





Zelda for dummies 


A briel quide to the basics the top- down 
acventure blends arcade combat with 
elementary item-based puzzle solving, all 
within an open tile-based world, The main 
quest comprises a seres of dungeons, 
each of which gives access to a new 
weapon or item. Make progress. and more 
tools become available. Using them in 
combination helps our hero make his way 
to the increasingly ingeniaus bosses, and 
allows Link to access new areas of Нүтше 
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The audio is one of the tew things Capcom has changed; Link now issues forth little Ocarina-style 


yelps of delight and other short vocal signifiers. His inexplicably pink hair remains intact, thankfully 


Previousty in E118 


s an average Edge reader - not that 

Edge would ever consider you ayerage, 
of course, but regardless - it's likely that you 
are in your mid-20s, and that you grew up 
with consoles, and that you're familar with 
the high points of the 16bit era. 

Arauably the highest point of all, 

Link's Super Famicom adventure was 
unmissable in 1991, and very little has 
changed. The Game Boy Advance 

conversion is, to all intents and purposes, 
identical, with the addition of a multiplayer 
game, Four Swords, and a new singleplayer 
dungeon for those who manage to complete 
the multiplayer quest 

This, presumably, із Nintendo s 
concession to those who feel that paying ЕЗ5 
for à decade-oid game isn't really value for 
money. Essentially, it is Phantasy Star Online 
played with Zelda tools, with players [à 
minimum of two, a meamum of four) racing 

rough a random arrangement of set-piece 
puzzies to rewards that can be shared or 
stolen. That is the crux of the entertainment, 
and some entertainment It is — but it's limited 
by the hardware. 

To really aet the most from Four Swords 
you need, well, four swords, four players, 
four copies of the game, and four GBAs 
with appropriate light sources. Nintendo's 
handheld is not as ubiquitous as the 
company would like, and while Link link-up is 
as frantic and fun as mullipiayer games tend 
to be, it's simply not entertaining enough to 
justify that level of organisation or expense. 
It's a great bonus for those privileged to have 
а close circle of Zeida-obsessed friends, bul 
for most people it won't justify the price of tha 
cartridge: Ihat it requires multiple cartndoes 
may be good business sense, but appears 
messi in the extreme 

Thankfully, the concession was never 
really necessary in the first place, because 
the singleplayer game is stil as ludicrously 
addictive as it was eleven years ago, That's 
the thing; happy memories may take the 
edge off things that were unexpected the 
first time round, and Ihe puzzies might be a 
juesbon of recollection rather than intellect, 
But that's fine, because there isn't asinge 
moment of A Link fo the Pasts delicously 
open adventure which isn't ап absolute 
pleasure to revisit. And for those of улі 
who've never played it before — tha 
gloriously lucky, пол-амегасе handful ot 
you — this will ре bliss. 
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Ape Escape 2 


Format: PlayStationa Pubicher: SCEE — Developer: In-house (SCEI) Prcs £40 Peleas: Out now 


pe Escape г Iixes the profiens of ine 
троп -опіу Ape Escape 2001 with а 
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tunctional ape-catching boy, ensnare 
unspeakably cheeky monkeys with a variety 
of ingenious tools that exploit the DualShock2 
set-up superbly, and pursue would-be word 
dominator Specter, Опса again, there аге 
extra oul-of-reach monkeys to до back and 
ind once the main came is complete, with 


ехтга weapons, mam SHINS anc minigames ine 





trouDies. П is, Of Course, ar 

gta 4 à n Б с 

ү "dE ELT cir Nem 
seven boss levels, and almost 300 monkeys 


to catch in ай, but somehow Ape Escape 2 
doesn't provide the depth of challenge that 
tne OFQINAl aid Beyond anything esae, tnis 
disappointment may just be testament to tne 
superb job Ape Escape did of Its stated 
function of serving as an interactive 
guidebook to the future potential of the 
DualShock concept. Back in 1999, working 
out how to shoot, swim, steer or spin came 
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rous efforts made in the 
intervening years, the analogue sticks nave 
rarely been used with such aplomb 
The old gadgets = club, net, dash hoop, 
sky Пуег, catapult — still constitute the game's 
соге toolkit and have lost none of their 
appeal, but the new arrivals and extra 
functions are delights to uncover. The 


Opp jontunities to alternate Detween mem, or 


to forget them lor a stretch and nop into a 


vehicle or a robot suit, never falter. Getting 

SLUCK IS палау an OD, IIS a non-stop anp- 
eed сї software candy, and, &s such, ought 
to be irresistible to the last, even to the most 


сепсе! gamer. 

The monkeys are as fabulous as they 
ever were, their movements enhanced on 
PS2. Best of 
while the relative familiarity of the rest of the 


all, they are just as funny. So 


game may t diminish the impact of some of its 


charms, the ТӘСІ remains that, sooner or tater, 


ona gesu taunt or other, one preposterous 
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Visuals are rarely less than pretty and there are 
some delightful touches and effects, but there's 
none of the showboating or filmic pretensions 

of recent big-name plattormers such as Jack and 
Daxter or Star Fox Adventures. It's a refreshingly 
no-nonsense stance, albeit an uncommercial one 
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Super monkey balls too 


Football, dancing and climbing minigames 
can all be unlocked in the hub area with 
coins collected in the main game. Monkey 
dancing, which uses analogue controls that 
recall Cool Coo! Toon, is probably the most INT. 
fun. but football, a five-a-side monstrosity Қ Ж... | i 1 MM ORTU TW TENTER VES ЈАР 
that makes SMB2's soccer look like Pro | : 
Evo 2, also comes laden with multiplayer 
and mode options. More inessential 
bonuses to be won include weapon 
upgrades and extra shells and new powers 
for the still-superb remote-control car 
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М might have ruined a more pompous game, but SCEE's rogueish, 'Viz'-humour-meets-'Playschool -voices 
localisation fits Ape Escape well, Monkey names and pick-ups blend daft pop-culture parody and in-jokes 
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Forms! Xbox (version tested), PS2, GO Planer Midway Developer in-house Pree £40 Ruoassa: February 14 Previpusly in E112 
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uos OC АЙДАР —4 —— fact that a genre which relies so еам 


on frenetic violence should be approaching а 
state of structural moribundity. But the 


fundamental building blocks of the beat ‘em 
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епімег with a profusion or gore Several years 


ago. With the exploding viscera still tinny 


entrencnmned. Deady Allianca ааг to 





reanimate the formula by allowing players tc 
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метсоте some basic deficiencies 


Although it's not the first polygonal Mortar 


котра title, Midway has gone back lo the 


drawing board and put considerable thougnt 
nto the task of reinvigorating а series that has 
ғ Ee in ғ и a A А “іы act "har ші "AN 
possessing f wn) sel Of tree nanting styles 
(each set of three includes one weapon style 
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greater tactical dimension to Kombat 
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Konquest mode, obviously derived from Sou! 


Calibur's comprehensive mission-based 
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t jentiy soars! static opponents 
ы 1 plays out a bit like а langtny 
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Rapper, but without the funky tunes. so, the 
Midway is certainly to be commended for trying, 


but unfortunately, Deadly Alliance fails to match 










up to the competition on fairly basic counts e Arcade н кешуге SuOoCessive DOUTS 
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Quite apart from the overuse of the Kicking 


more than tne repealed use of а smqie move 
к, Deadly Alliance stays true to the origins before the sudden introduction n later rounds 
Of the series in several ways. Test Your X enemies gifted with supermnaturaily efficient 
Might minigames return (and now have reacton times. But more significant for à 


Some | lievance thanks to pri 3 IL m. D 7 E = eh ES 
me actual relevance thanks to prize came that relies on rote combo leamina, is 
кота that unlock new characters and ; 
+ that the timing feels sliahtly off сотрагес to 
background artwork) joined by a new Tesi 
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visceral impact of the gore. By contrast, again produced a title ti ats all stvie and no 


fatalities are now limpty comic 
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Rote combos are the order of the day, though 
the timing of them isn't as precise as, say, Virtua 
Fighter 4. Fatalities are largely disappointing 
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Ferret: Game Boy Advance — Publisher THO 


ou'd be forgiven Tor thinking this 16 a straight port 
Y of ona of the earlier games in the series, еда 
being busy with the PS2 regeneration of the franchise 
But it's not, and it's not Sega, ether Ж handed 
development of one of the most well regarded side 
scrollers ever to ЗОБ, ana while the now-defunct 
developer clearly tned to clone the classic Shinobi 
jump/slash/shuriken blueprint, its version is a pale 
siuggish copy of the dynamic origi 
are static 


dated, and combat is average, never thrilling. Even the 


nals. Backgrounds 
and faded, the key/switch exploration is 
quest, which takes you through a number of stages to 
find the ‘elemental swords’, appears to be a washed- 
out copy of one of the Game Gear adventures. 

Not that all the problems are down to coding. The 


16-latter code system is archaic, and while omitting а 


battery backup might be good way of saving money on 


THO's part, it's annoying and prevents Shinobi trom 
Eve a niche in the pick-uüp-and-slash retail sector, As 
tis, it demands you to put some time asde to play 
and һауе а pen handy to mark down your progress. 
But when an expenence is as mundane as this, 


Edge can 


EEE 


t S68 Many peopte Maring the enor 


А |‏ وکر ر 
uper Mont‏ 


Publisher TAG 





Format: Game Boy Advance 
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The presence of the minigames will be 
welcomed, but the lack of Monkey Target - 
easily the most entertaining of the spinoffs 
in singleplayer - is bizarre. Monkey Bowling 
isn't as good as the GameCube version 
either, the pins dull and dead to evan the 
most violent of collisions. A real shame 


Dewenper 3d8 Price: $30 (E19) 


ating: Three out of ten 


Develcoer Realism Studios 


ART RRS ДД 


жаң | Y алд, | | 
еу Ба! 
y ! | 2 ag 

=, =, ЕВ 


Price: $30 (E78) 
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Aaladse: Qut now (US), February (ШК) 
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Go here, hit that zombie, go there, pull that 
switch. The game is simple, but the controls 
are cumbersome - for example, going down 
stairs requires the player to press diagonally 
down at the right point in the floor, a feat 
which often takes several attempts 
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| ts such a simple idea — rolling а ball around a maze — 
but its: 


the concept of a SMB GBA c 


о dependent on subtlety of movement that 

onversion seems like part 
an you replicate the 

analogue control with-eight-way digital’? And if you 


genius, part madness, How caf 


can't, how can you expect the game to produce 
anything 1ке the same mix of self-brame anc elation? 
But the solution nere nearly works. The game plays 
almost identically, with the exception that the board can 
De tipped at a greater angle by depressing one of the 
GBA's face buttons, allowing greater speeds and 
sharper turns. Visually it's as close as fans could hope 
for, all gentile curves and smooth oolygons, albeit with 
55 complex mazes. It's just as tricky, though, 
3acause as smart as the control system is, it doesn't 
quite тру absolute control on the part of the player; 
when the monkey topples from the thinnest ledge, it 
doesn't feel like it's totally your fault anymore. 
So, technically the game is brilliant, but the media 

does not suit the medium, and it's atten frustrating as à 
result, Regardless, it still comes recommended, 


articularly for those whose handheld collection 


acks the equivalent of а snack between meals 


muon 


Edge rating: Six out of ten 
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Space Raiders 


Formal: Р52 (version tested), GC Publisher Taito Developer In-house — Price: V6,800 (£35) Relenso: Out now (Japan), ТВС (UK) Praviausly in E118 
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aito's iconic shooter. ‘Modem interpretation’ means it's 


€ 
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good at. Namely: bland 3D visuals, mindiass 
thirdperson shooting, and a lack of imagination 

And a story, of course, "Invaders camel’ according 
to the "World Times’, which means Its just you and 
Wave after wave of raiders. Make { (о the end of one of 
the six identical)! environments and theres a Cruce, 
allotape the fire button down and 
there's a fascinatingly bad cut-scena. But 75 unlikely 


T^ Яя Bc а" "ылы жыға کک‎ Wu, dris mE Bons 
many wil have tne pabence to get that fa 


dL crux гіӛттінггге? Gio teat coon | 
Wore specihc frustrations | Haiders that spaw 






Spoiler alert. in a twist so ill-conceived it d with the player are almost impossible to dispose of. the 
shame Shyamalan, it turns out the invaders 
see you as the invader, because of, oh, 
electromagnetic waves or something, and 
and if you could just skip to the end the 
denouement would probably make it into 


gaming's "зо bad it's good’ infamy 


combo system doesn' create any sophistication and 


even the controls are broken. If you move slightly off the 


ter sows to a 


A axis with the analogue stick the charac 
crawl, Genuinely, Talto, how hard is it to get left, 


right. fire ght? Edge would really like lo know 


Edge rating. Two out of ter 


Mr Driller Drill Land 


Format: GameCube — Publisha- Namco — Developer: in-house Price: ҰБ,800 (E35) Asease: Out now (Japan), ТВС (UK) Prewousy in E117 


a the ball," advised Chevy Chase in 'Cadcdyshack', ТІП 


І ы 
He was right, there are some games where you 1 
Need to let go, forget about the mechanics of perfect 


execution and simply lose yourself to the more spintual 


forces at play. Getting into the zone, in other words із Боген авд 
1 | t . تياق‎ т 
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Ir Ordier tans will know all about this; they will be - 


tamis with the euphoria that івалга а 5.0007 dept [ nis | 


uces аго they wel be on Synapbc terms ми (7и 
одіс patterns that emerge when coloured bricks bagi 
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But here there's more structure and variety than 
before. [heres five themed games with ever increasing 
difficulty levels. There's the cute Star Driller and Driller 
World Tour modes and there's also the clever Hole of 
Druaga game, in which you have to use crystals їс 
defeat monsters and unlock doors. But Edges 
favourites are the Horror Nignt House (vampire bats 


nust be defeated by drilling for holy water) and Drincd, 


Drindy Adventure (left) is one of the better 


Adventure (ал indiana Jones pastiche where you must games. Collecting the golden idols is not as 






easy a5 it seems. Traps beset your every 
move and rocks will roll down the 
passageways you ve produced and can 
crush the life out of the greedy hero 
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Edge rating Eight out of ten 
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һатта Xbox Publisher Ubi Soft Developer Red Storm Entertainment Proe E40 аана: Qut now Previously in E112 
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оого ermvronment. Happily, the апта! of Gost 
m à A Mie = imma а om weeds rm m ; ^ 3 
Hecon on Xbox shows this notion no longer holds 
, 
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Walter. Ar intuitive map allows jor easy manipulation of 


РА а ^ “4 Вафа ағай mdi ms гөй, —: = اق‎ $ „=й f ص‎ 
aed Al, and the realistic skirmishes that Тур ес the 


ina аге all here. Extra mac: 
pack make for a hefty package too. 

It's the xbox Live component that's of mos! 
nteresi, however. Vote communication елсе mos 
nine expenences. but it's of particular benefit here 
Where co-operation with your team is paramount 
Playirig online on either the Veteran or Elite settings 
proves a fearsomely tense expenence, and it's often 
onty Thanks to the verbal intervention of a mend tal 


youl get through a battle alive. Life is precious in Ghost 
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The white button needs to be held down 
before other players can hear what you're 

saying, presumably to replicate using a CB 
radio in the field. Strangely though, it must 


МӘСІ, making for some brlianiy nervy confrontations 
The опу problem is that the game can suffer from 


lag when hosting more than six players an a standard 


be used to chat in the lobby as well 1ZKbps DSL connection — something a broadband- 
nly network was supposed to eradicate. Sti 


TU س‎ кылыгы ъ= 
ling experience yet 





dge rating Eight out of ten 
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| t goes without saying that Unreal Charnpianshi 


should be 18-rated = not because of the gore, but 
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you і che often at "rst, but 15 much more enjoyane 


eninge, because each kill you mariage means there's 


Someone sweanng somewhere eig. сяст isn t ах 
ГТ "inar # жс in ст маа (алт) 

sh of a prob spit: armes w 
toy юп гад can be filtered out пе matcri-seliect 
screen, and (ES easy (О тгк an ауанаше gerne wi 


rules ta sult you, However finding one in which al tha 


players obey those rules is getting increasingly difficuli 
There is а glitch that allows players to receive 
frae amon foe re ғ rush il j the os E 


ie TAG rifle WEMA While there's ae т ihe chance that 


оаа Extremes will issue a patch, Edge isn't sure il 





that's possible. What is more certain is that now the 


SECTS САЛ ITT GCI DIayers аке а VUS, апо ine While it's commendable that two players 

way to be sure of a good game will be to play wit can play online on one machine (something 
Deoole vou kr Wh eue sare. en the rea that Ghost Recon sadly lacks), the onscreen 
Le VOL RTIOV. VVEmWCTI 5 а Shee, ХӨксе БЕ Ine me 


notation disappears, 50 you can't see who 
thrill ir Unreal Comes with testing your skill against you've killed or who's Killing you 


иг тїаг intelligence — and if you can't find that, 


ye кеш e TI TUE: i 
E E CALG R > vel 8 
ааа — | 





liv 


азаа C 
Ld V ы Мы | 


ü Pore tes —- 
І ГЭ } 


й { 
и Ul 
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reason үйту MotoGP Live is such a sweet toy Lone Ж 
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ale every tenth of a second is another 100 
places up the word leaderboard, Unfortunately, they re 
only a rough guide to your excellence, those at tne top 


Í 
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of the boards will have taken shortcuts on the easiest 
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settings. 18 a flaw, but my no means a fatal one 

Of course, any online Community has its problem 
kids, but MotoGP"'s can prove the most imtating of all 
Going ihe wrong way around the circu is typica 


behaviour. and there are Tew Minge more frustrating 


than strikng a barricade of gigging teenagers wher 
т jam і м e سد ا‎ "metre — 
Du re on me те Бї ILS 235 Ж De nr K] 


the game tot reprobates out, and there's more of 
this here than there is on Linreal Championship — but 


MotoGP limits the voice aspect of Xbox Live 
50 that, outside of the lobby, you can only 
hear three people: those immediately in 
front and behind you, and one other. While it 
makes for confusing conversations during 
overtaking, Н does leave you free to 
concentrate your trash-talking on one 
specific opponent 





ike Unreal, tha only way to be sure of a Tair game 1510 
play against friends. That everyone with Xbox Live owns MO 22 
a version of the game makes this more likely, and wher 
the engine purrs and you make that 14th place 

the beauty o! the game is perfectly apparent 


Edge rating Eight out of ten 





MechAssault (Xbox Live 
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Formal: Xbox Publisher Microsoft Developer Day 1 Studies Price: E45 Beate Out now Previously in E112. E118 


est bit of MechAssaull Live’? Seeing a rocket the 
B аса Of a Car just miss your mech and slam into 
the side of a Duilding. reducing It to rubble, Bk ges 
problem? The petulance. Мест are big things, and 


On too down In one shot. wnicn means you can be 
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to guyenyone. Bul as &»on as vo do iL lo someone 


else, the screaming starts: kKlll-siegler, Kill -stealef 
d 
Арғын 45 Sey. JT |5 ine moet frustrati i] Ly e game 


available. It brings out the worst in people, and 50 





attracts the worst sort of people to ІІБ servers, But, if 
уси were just to play with tnends, anc accept that the 
Kill-claim setup will Cause some moments of anguish 


18, Simple. sure, but fine — there are all the 





Siandard game types {бершу and Capture the пад 


The problems of a linear structure аге WTI COD м қыл ' lerivatives, and plenty of bots to play with, and you re 
largely overcome — or at least forgivable - | | | E - 


stomping on real йе people E ктпе Sze ofa 
once online, yet MechAssault still feels, : - 

a А г yo ie а =, arx а с be fry " z r 
well, mechanical. Battering buildings and P - 
enemies can stil! be satistying, if you're Fine, and outclassed on either side: it sits awkwardly 
prepared for a few rants and tantrums between Ghost Becon's tactics and meas 


freneticism, offering no real incentive to Buy it 


ОКА 





Edge rating: Five out of ten 
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The making of... "MR 


Deus EX 
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€ 1917 1 
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and shadowy interventions from the US government to become one of the most respected PC titles of all time My 
= "3! 


ery rarely do great games 
spark into Me, репесту 
realised at conception. Most 
struggle for existence, mutating 
ceaselessly as they gestate, But Deus 
Ех may well be one of videogaming’s 
most complicated pregnancies 
"I Started thinking about à game 
ike Deus Ex when | was with Origin i 
1904,” begins Warren Spector 
was tired of fantasy and science 
fiction and wanted to do something mon 


iore aown-to-earnit iore grounded 


Romero altered me the opportunity to 
n Storm and make ‘the game of 

my dreams.” In addition to wanting tc 

relieve a little personal boredor 


a maw тгестхтп асргоасп tO 


gameplay would appeal to people 


B мы | 


07 > 








who might never consider 
something designed by and for 
hardcore gamers 

Homero's was something of a 
brave proposition. By this time 
spector was al Looking Glas 
Technologies — the innovative 
developrnent studio behing Thief and 
System Shock, which was about to go 
belly-up due partly to its perfectionist 


dogma, And here was another epic 
ыша But in September 1997, 
Spector and half a dozen ex-Looking 

| colleagues drafted the first Deus 


Ex design document and Eldos 


agreed 10 fur id the pro oct. 


is an outrage. HOW could we not have 


Known? And everyone in the studio 


was going, We knew about that three 


years ago!" 

There were also plans to include 
the White House as an exploratie 
location, and when it emerged that 
these had been cut, Intermet 
speculation about government 
Intervention was rife. "There were 
rumours going around that we deleted 
the White House because we were 


жолата Pep ad N a aa = 
го Chose to real DV. ТП таса, Wwe d a 


about the building. When putting 


together pieces of blueprint and public 


“| was watching a tester play on the PS2 
version, and he did something Га never 
seen anyone do before. | just about died" 


Although the commitment to ar 
open gameplay experience — with 
multiple methods of completing each 
mission — was there at the beginning, 
the early story draft would be 
unrecognisable to Deus Ex veterans. 
“The original plot was this sprawli 

razy thing with 25 missions in all," 

explains Spector. "There was a big 
mission seres all about a plot to таке 
over the government оу Gnving it into 
a state of emergency. This would call 
into play a ча! jety of executive orders, 
Acr would In turn create a shadow 
government in Mount Weather іп 
Green Brier estate, 

"And that's all real. One of the 
designers read about Mount Weather 
ona Website somewhere and said it 

vould be in the game. There really are 
these executive orders that have been 
passed since the Eisenhowe 
administration that say, ‘Here's what's 
gonna happen in the state of nationa 
emergency.’ And | started reading the 
conspiracy theones surrounding them, 
and did a legal search, | had a lawyer 
go and aet a сору of the original 
executive orders — she could probably 
get fired. And it's all true. Recently 
when an announcement cama that 
there was this shadow government in 


operation, Congress Was gomg: This 


EDGE #120) 


images and maps from various 
sources, we thought, “Hey wait 
theres a litte hole here, and we don't 
know whats іп there,” None of the 
maps identity it, but there's a space 
that has to be filled with something. 
think we really did hit on some weird 
stuff, but we cut the mission because 
we realised that a few thousand little 
square rooms would be really Don па = 
we didnt pull it out because the 
govs Ament made us, 

But Spector admits there were 
nteractions between lon Storm and 
the authorities, “Ve did get some 
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secret Services guy contacting ton at 
one point — Im not sure what that was 
all about. And we were contacted by 
one government agency after we put 
up unatco.com [a teaser deliberately 


designed to fook like an authentic 








government Website]. We linked to 
some totally innocuous government 
agencies from the site and the day we 
went live one of them got so many hits 
we brought their server down. We got 
calls tem their lawyers. 

Along with i v further 
locations were purged. A visit to 
Russia, an abandoned space station, 


Ке, 


3 
Core lina ! LO 


amoorn base — all, ac 
Spector, jettisoned as the desig 
tightened, ^e redid much of the plot 
mid-way through development, when 
the designers realised our опата 

story, in its totality, was inexpressible 
given our technology." Other late 
changes would follow. "After 
blindtesting by some other studios, we 


redesigned the skill and augmentation 





Dark, gloomy characters (including nano-enhanced anti-terrorist agent JC Denton) from Deus 
Ex's dark, gloomy world. Check out www.edge-online.com in the near future for extra material 
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retationsnips with the characters & 
the story lacked resonance. We mace 
major pass at the plot so folks fro 
early missions showed up адап and 
адат, That was a critical moment in 
the game's development and it came 


very late 


Born free 
Even the central concept of open 
simulation had to be gradually 


rethought. “At first, we wanted to get 
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Situations. It all worked, | think, Dut 


Despite amendments, the multiple 
solution structure was stil 


revolutionary ~ easy to forget thase 
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there was stil plenty of real freedom 
available to players. "Later, we 


recognised that some solutions were 
embedded by the designers as special 
case solutions, while others sprang 


arnergently Trom tne rules of our 


simulations. Players figured out how to 


E D 


open locked doors by killing explosive 
anarnias near them, saving their 
lockpicking resources, Players figured 
out how to climb walls by attaching 
and hopping up onto lamprey-like 


proxirmmy mines, езсарта me map 
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mission on tha PS2 version, more than 
a year after we shipped on the PC and 
he did something I'd never sean 


anyone do before. | just about died 
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story TAKES Nano-dugmented ant 

terrorist agent JC Denton from New 
York to Fong Kong to Paris, as he 
hunts down = and eventually joins =a 


terrorist group known as the National 


ep RAS атаи Қа ыда Т7 A i. 
Secessionist Forces (NSF), АШ 
ы 





xt i the mid-21st century the plot 





5 painstaking references to rea 
events, organisations and researcn 


Dullding а dense, compelling universe 








As Spector confirms, "Almost 
Inc ne С 2 |5 DEE nm ua 3 
iue snippet ot reseamn | mae ial 
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Thera = oti т. Dew | Ез T at teg | 
MAREO TETN Madini ке]. Mere 
are trnety references to Den 
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corporations, and to intellectual 
protest groups such as Addusters.org 
fa Clear inriuenoce on SIhouette) — ail 
supported wiin ACS and stets taken 

m eonbempeoranry Sources 

Most importantly, tha game 
prophetic in Its exploration of biologica 
warfare and gobal terrorism 


Sometimes Spector found that | 


eam was closer than it realised, "The 
creepiest thing was after Septernber 
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narrativ on 
Sonn nad a nara time taming, "na 
Eam enm mm mem: za Puer 
Eam ended UD Deng ven тастын, 


remembers Smith. "We basically had 


nee стег groups, trying (о craft 
three different games. Deus Ex was 
urge GImreri games. LEUS CA wes 


born of that conflict." Spector concurs 
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Whal piaystyle they preferred cic grow 
мї o! Some zacsonally пану intera 
cin син Ега, ve often fet like the 
most important thing | did оп Deus Ex 
was prevent а fractious tea | 
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witn рой 
details and internal conflicts, technica 
creat Ing problems, А5 
Smith says, "Al was one of the major 


challenges. IFS not just a world of 


enemies and allies 





actions. This complicates things 
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ly. I long to make a game 
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Plot and theme 


Visuals are hardly ever mentioned in 
discussions about Deus Ex. Spactor 


says there were problems grafting the 





Unreal engine ~ a piece of code 


designed for fast-paced shooters 


rather than еріс adventures. The use 


fisaster, But really, this was always a 
game apout риш and Theme and 
atmosphere, Ав with Bod classics suen 
sc Ehio ағы | orie rd Laconia? nime 
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elements that weren't there — because 
the framework was so compelling, so 
beautifully, soulfully wrought. Most 
mportantly, Deus Ex touches on aur 


run. The truth, mucidied by conspiracy, 


shrouded by double think, 15 


always just beyond our reach 
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Where yesterday’s gaming goes to have a lie down 


Examining gaming history from Edge’s perspective, five years ago this month 





Issue 55, March 1998 


1. Resident Evil 2: more 
blood, shorter shorts 

2. Suddenly the Xbox pad 
seems practically petite 

3. John Carmack, freestyle 
coding 4. Beatmania 
launches in Japan to a 
mixers reception 5. Colin 
McRae, five years ago, Oh 
how times have changed 
8. Get Bass - Sega was 
killing subaquatic life long 
before Seaman showed 
Sega's sensitive side 


If Edge's bias is the weather, then the 
podi letters page is the two-minute weather report that 
sits next to the news. Things were stormy back in E56, 
for sure: Edge is biased towards Sony, Edge Із biased 
towards electronic music, Edge is biased against... the 

Archimedes? Hrm. But a five-page Interview with Phi 
Harrison would only make the Nintendo zealots 
isuffennag a funous Turismo hangover) even angrier, 
despite the Sony marketing man failing to reveal 
anything about... wel, anything, really, 


Still, the recruitment advert seeking a deputy ап 


DID THEY REALLY SAY THAT? 
| have always respected Nintendo. But! don't thinks tts latest 


product offering ids ed up to either the marketing hype ог my personal 


expectations," Do you think SCEA vice president of Third Party 
Relations Phil Marri son might possibly have a vested interest? 


DID EDGE REALLY SAY THAT? 


"A Game is a far more emotional experience than, say, а dishwasher, 


and perhaps the time has come for scores to be removed 
altogether." Edge presents its most compelling argument for 
dropping scores thus far. 


TESTSCHEENS (AND FLATINOS) 
Resident Evil 2 (PS, 8/10) гае Dastiny NES, Wir One (PS 
67101; Ultimate Face Pro (PC, 8/10); Ore Tomba! (PS. 6.0) 





Trying to find the special game 





Jarvis’ first love: “There was really no game that touched it for the next 15 years or so" 
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editor gave Edge а chance to indulge in some seriously 
creative writing: "Edge is offering a 
the opportunity to join its editorial team 


talented individual 
|, working in В 
modern, friendly environment within the pleasant 
surroundings of Bath" 

Hut the cutest part of the mag was in hot-or-not 
:olumn Game On/Garne Over, where Edge criticised 
poor journalism in “Empires: "If blagging free games, at 
east take the time to review them properly. Alternatively, 
freelance them to Edge". Weil it would have 

done, but Edge is biased, remember? 


| THE GAME is kind of like figuring out which of your 


past loves was really THE ONE. There's EverQuest 
which started 3D online life wasting; the marathon 
RTS mayhem of Age of Empires; the brute 


savagery of Doom; the obsessive-compulsive 
addiction of Tetris, and of course the ever 


accelerating robotic mania of Space Invaders. 


These games have all claimed months, even years 


of joyful productivity loss from my life. But there is 
something special about your first true love and 
for me it was Spacewar!. It was the origina! 
deathmatch. 

| first encountered it In the basement of the old 
physics lab in Berkeley, running on an old IBM 704 
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punch card machine that took up the better part of 
the room. Sometimes to boot up the beast you had 
to shake a couple of the circuit boards which heid 
a whole one bit of memory each. But once it was 
running you were sucked into the fantasy of one on 
one space combat, No artificial intelligence, or 
should we say artificial stupidity of computer 
opponents, 4 was human vs human, a fight to the 
death in cyberspace. And like today's games there 
were myriad options to shake things up like anti- 
gravity, repelling barders, and rogue suns. 

As for me when | emerged from that basement, 
and early evening had turned to dawn, | had 
glimpsed the future, and a gamer was born. 
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FAQ 


Chris Sorrell 


orrell and his team should be putting 

the finishing touches to Primal as you 

read this (review expected next month 
Although responsible for overseeing the 
creative development o! the дате, бета a 

programmer at heart ensured that Sorrel also 

spent plenty of his time coding. Past works 
nclude MecdiEvil and its sequel, the James 
Pand series on the Amiga and Mega Drive and 
several Amiga/ST titles. 


What was the first —ÀÓ you played? 
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Miner2049er. The only game | owned for about 
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What was the first computer/games machine 
you owned? 

Ап Atan 400 = the one with the lovely membrane 
кеуооаго 


What was the first thing you ever created for а 
computer or console? 

А C64 vertically scrolling shoot ‘em up = written 
using a typed-in-from-magazine-listing machine 
code monitor, 


What was your first job in the industry, and 
what was the first thing you ever designed? 
reelance artist creating visuals (in D-Paint!) 
for a beat "ет up based on the ‘Spitting image’ 
television series. My first design (at least the first 
one that made it to a completed product) was 
James Pond 


What's your favourite game ever, and why? 


l'm not particularly good with favourites, Dut 


Ao med 


| 


How many hours a week do you actually 
spend playing games? 
At tha moment, zero I'm afraid. When less busy, 


my =ч. PET ч Bs ay 


What's the first game you look for when you 
walk into an arcade? 

(One of those Whack-a-Croc games with the 
hammer: "Now I'm angry!” 


What's your favourite book, album, and film 
of all time? 

Book: ‘Carter Beats the Devil’ by Glen David 
Gold (a recent favourite at least). Album: NiN = 
ha Downward Spiral’. Film: hard to choose, 
but possibly ‘Being John Malkovich’ for its out- 


there oddness. 


Which Website do you most regularly visit? 
No one site more than others, but perhaps 
darknorizons.com for fim/ TV news. Plus the 


usual news/garning sites 


What game would you most like to have 
worked on? 

Maro 64. To see how Nintendo ticks and 
specifically how Miyamoto works his mojo. 


Of all the games you've been involved in in 
the past, what's your HIR, and why? 

I'd nave to say James Pond 2 = Codename: 
Fiobocod. It only took about ning months to 
create, was developed with an almost bedroorn- 
coding mentality, litte expectation of success, 
and came together to be something really fun. 
It's nice that many people seem to remermober it 
fondly. MediEvi's probably a close second. 


"BMX XXX is disappointing. Our industry is sexist enough 
without major publishers putting out puerile junk like this" 


іп recent times, my favourite Game is probably 
ico. It managed to shrug off convention to create 
a unique and beautiful Gaming expenence 


What was the last game you played, and what 
did you think of it? 

Ratchet & Clank, | didn't like Ratchet, but | 

loved Clank. I've always enjoyed platform 

games, and this is an immaculately executed 
example. Technically and graphically it's stunning 
and demonstrates how 'next gen' platformers 
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which in my opinion looks more N64 than 


Js 


od таб, ж/е m айтса АКТ LITE denian abty y the 


gameplay magic's still there}. 


What stage is your current project at? 
Primal is at the stage where | can see the "ant 


gat the end of the tunnel and I m just hoping it 
n 


Which aspect of it do you think will impress 
players the most? 

I | have to say a single thing, I'd say the game's 
personality, We've put a huge amount of effort 
Inte bringing our characters to life, giving them 
cham and depth, trying to stamp the whole thing 
with a unique identity. Prima! 15 the product of a 
Lalanted ream, a huge amount of hard work, and 
some creative risk-taking — always an interesting 


mix | Balara. 





What new development in videogames would 
you most like to see? 

An IMAX home cinema In every household, | wish 
we could make game-wor lds more immersive 
somehow... | think the confines of the TV scree 


ага very limiting. 


What disappoints you about the industry? 
Тһе fact that products like BMX XXX exist. Our 
ndustry 15 sexist enougn without major 


las 
publishers putting out puerile Jun like this. 


What do you enjoy most about working in the 
videogame esci) 

Тһе combination of creative opportunity and 
technical challenge; the tact that what we со 5 


always changing and evolving 


Whose work do you most admire? 
Probably Naughty Dog - its technologies are 
always astonishing and the sheer focus anc 
hard-araft it invests into making its games is 


Incredibil € 


What new gaming platform are you most 
looking forward to? 
PSS, obviously, 


What are your thoughts on mobile phone 
gaming? 

It could be fun once phones with decent screens 
ana арла а nput devices аге the norm - 
Dut only ‘distraction’ gaming ¬ | certainly 
don't see tris taking over from console gaming 


any time soon. 





Curtis Jewell brought wp a very 
important issue in relation to the differances 
between casual and hardcore gamers. As it is the 
subject of my dissertation, | thought | could help to 
shed some light on the issue, One thing that must 
be noted, however, is that à gamer's skill level has 
very little to do with being classified within either 
experience would be expected to be better than 
any non-gamer (or a gamer with less experience). 

In basic terms, hardcore gamers are believed 
to be more fluent in their understanding of what 
makes a good дате good and what makes a bad 
one bad. This is, of course, deeply flawed due 
mainly to the fact that the attitude for which casual 
gamers are mostly derided ~ that of being graphics 
whores — has always been the aim of the industry. 
The term has also been subject to change in 
recent times and will continue to be in the future. 

This does beg the question: where does that 
collectors in ай of this? They are neither hardcore 
or casuals because they have totally different 
perspectives. There really is no ‘hardcore’ or 
‘casual’ in the real world, the distinction just resides 
in the minds of those that really want to care. 


The hardcore/casual distinction continues to be a 
problematic one, but the rather obvious fact 
remains that there are differant types of gamers, 
what the debate does show is that the videogame 
industry continues to suffer from a lack of а 

' Standard vocabulary with which to discuss the 
medium and its adherents. 


Your review Of The Getaway seems to have 
misread the game's ‘humour’, Its humour comes 
from parodying the whole mockney gangster angle. 
The homages ironic strength comes from the fact 
that its character's have no saving graces, thay are 
morally repugnant thugs, not the cheekie chappies 
as portrayed by ‘Get Carter’, ‘Lock Stock’ et al. 






OX 


Or email: 
edge@futurenet.co.uk 





The fact that most people don't know how to 
get from Hyde Park to Whitechapel is a more 
fundamental problem. 


Right. It's not very funny though, is it? 


| was looking through E119 today and | 
was really shocked by something | read in your 
preview of Capcom's new game, PN.03. At the 
end of the article it read. “РМ.ОЗ could tum out to 
be a victory of style and sheer fun over substance. 
Sometimes, that is enough.” The problem | have 
with that is that | can't see how it should ever be 
"enough" for a game to hàve substance but play 
like shit. Personally, | think the way that gaming has 
evolved into an almost now completely 3D-based 
medium is Such a shame. 

With the Game Boy Advance now reminding us 
all how amazing soma of those Super Nintendo 
classics were it just seems bizarre to me that 2D 
gaming has pretty much been replaced by 3D 
gaming. | think the two аге so different that they 
should really just be different genres of gaming 
rather than ages of gaming. 

Isn't the whole purpose of gaming the 
interactivity? | don't want a pretty film to watch that 
|. can control slightly (Final Fantasy X, Metal Gear 
Solid 2). | want games that are fun to play 
regardless of how they look. | hate the fact that 
Mario, Zelda, Metroid and Sonic nave all been 
Metroid took like Halo? They might still play well, 
but they're different and | really miss the feel of 
their Super Nintendo versions. | look at my 
Nintendo 64 and | hate it; | wish it never existed. 

l'm not against new games; | love Resident Evil 
O for example, but | just think that it's so different to 
a gare like Probotector Alien Rebels for the Super 
Nintendo It seems ridiculous that one should 
replace the other, | think games are getting 
graphically better all the time, but why should this 
mean а step towards realism and away fram 
playability, | think the new Zelda game shows that 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


games don't have to look realistic anymore, but at 


the same time, | prefer the look of the Super 
Nintendo Zelda over this new cei-shaded look 
without question, | know many people agree. 

So why isn't there a single console in Europe or 
America which isn't primarily based for 3D gaming 
any more? Japan knows the market is there, so 
why doesn't anyone else? 


As for your comment regarding P.N.03, pemaps 
you misunderstand our point. Lightweight, 
disposable датесіну is nol always synonymous 
with poor gameplay. But Edge shares your 
disappointment that the rise of SD gaming has 
effectively meant the end of 2D gaming. Recent 
games like Banga/-o demonstrate the scope for 
innovation, and Metal Slug the scope for 
refinement, As you point oul, the Game Boy 
Advance provides some respite. Ultimately though, 
publishers are to a certain extent at the mercy of 
the market, and it would seem, unfortunatety, as. if 
there simply isn't one in the west. 


Re: inbox, letters trom Curtis Jewell and 
David O'Connell, E119. The solution here is 
obvious: stop playing long, complicated games 
that require time and dogged determination to 
compiete and merely read the informed opinion of 
someone paid to do so. Consider the advantages 
of reading something like Edge as opposed to 
actually buying all significant formats and games: it 
costs less than a fiver a month, takes about three 
hours to compiete if read carefully (with bonus final 
graphic guaranteed), the text is grammatically 
about any дате or series far surpasses what you 
could learn yourself by playing that game (and 
there is no way a single player could conceivably 
play all the games featured in a single Issue). Stock 
up on obscure factoids with which to impress your 
friends (If applicable) and, of course, enjoy high 
resolution 2D graphics (3D if you Include the 
embossing), | arm sure that evan Curtis’ mum could 


“Бо why isn't there a single console in Europe or America 
| which isn't primarily based for 3D gaming any more? Japan 
І knows the market is there, so why doesn't anyone else?" 


buf her way through an evening of games-reated 
chat by reading her son's last five issues and 
browsing a few walkthroughs. 

David Sorfa 


At least somebody enjoyed the embossing. 

In reply to my letter last month, you advised 
те to realise Іле quality of games around me. | 
had mentioned previous "definitive" gaming 
experiences and stated | wanted games to provide 
more ingenuity. | mentioned the experience of 
games Ike Panzer Dragoon, Shenmue, Super 
Mario 64; the list is long and wonderful. In reply 
Edge you pointed me to this year's experiences — 
the quality software which could and should 
provide this year's defining expenence 

Unfortunately | must disagree. | have played all 
of Splinter Call, The Two Towers and 
TimesSplitters2 and | am still left dissatisfied, and 
would be even more so given that this is the climax 
to the year's gaming. Splinter Cel! was like walking 
Gown а long pretty comdor- with the ability to climb 
the odd pipe here and there. The Two Towers | feit 
was similar. Reasonable play mechanics dressed in 
pretty clothes. TimeSplitters2 reminded me too 
much of TimeSplitters to provoke a response even 
пваппо the emotional. And here lies my point. 

As a teen with a life punctuated by gaming, 
many of my gaming experiences are remembered 
as emotion, | recall the emotion of playing 
shenmue right through tha holiday; | recall falling in 
love with NIGHTS a long time ago. Games always 
nurtured my imagination. But as | approach 
manhocd | approach it alone, without an emotional 
gaming counterpart. Unbelievably vdeogames 
seem to have lost their Imagination. Your 
recommendations are so badly disappointing. The 
only thing | can deduce from them is that certain 
companies ara learning the art of the good sequel, 
and that EA is nearly making quality games. But 
wnat about originality? Where are the young 
Miyamotos (as it would appear the old Miyamoto is 
even wavering with a less than fantastical and 


The Getaway. Ironic pastiche of the mockney 
gangster movie (Steven Gray), or a damning 
indictment of the videogame script writer's art? 


revolutionary Mario recently). What happens in the 
next year decides my relationship with my favourite 
pastime, Certain games like Viewtiful Joe, O.TO.G! 
and Sudaki have caught my әуе in recent issues 
and во perhaps the east will rescue my spirit next 
year. Here's to a revolutionary new year, hope I'll 
зге you harê. 

David Valjalo 


Edge didnt point you to the year's defining 
videogames, merely to a representative example of 
the surfeit of high-quality titles that were available 
over the Christmas period, And though you're 
correct to highlight the linearity of Splinter Cell or 
The Two Towers, neither title is more so than 
Shenmue, which you rightiulty praise. Perhaps you 
realy are getting too old for gaming if you can't see 
the highlights of last year's software line-up. Which 
is an issue that Edge hopes to explore fully in a 


futune iesue. 


What a great time it is to love games. 
Please Edge no more letters from whingers going 
on about how games are no fun anymore, etc 
After over 20 years of serious game playing | can 
honesty say | have never had it so good. A 
smörgåsbord of great games to play and amazing 
machines to play them on. My Dreamcast still gets 
a fair work out these days and the PlayStation2 
and Xbox play host to some fantastic games. 

To my mind, though, Nintendo has really 
scored a goal with the GameCube, The excitement 
of playing the big ‘Cube games this year was not 
matched by the other platforms. 

Duncan MacBeth 


That's more like it. Apart from the bit about the 
GameCube, which has had a terrific year — unless 
vou re a PAL gamer 


Upon first hearing about large videogame 
companies creating games for phones | failed to 
see any real point in it, considering all the other 
avalable platforms. But | have since realised that 





they could quite possibly introduce many people to 
the wonders of gaming. 

| bought Super Mario Sunshine a few weeks 
ago and consider it to be one of the best games | 
have ever played, (not sure if Il beats Super Mario 
64 yet but time will tell.) However, when | try and 
explain the brilliance of it and demonstrate it to my 
non-gaming fends, they are generally 
underwhelmed Dy it. Evan when têl them the 
relative affordability of й and show them all the 
other avaiable games they are still unimpressed. 

Last week | bought a new phone,(Sharp 210), 
which cost almost the same as a GameCube and 
Super Mario Sunshine. It. comes with four games 
ready to play and you can download Pac-Man and 
Space invaders among others. When | showed my 
same friends the phone they thought the games 
availabe on it were fantastic and were hooked 
within a few minutes of play. These friends even 
thought the price was reasonable considering 
everything it does and now whenever | see them, 
the first thing they as is if they can have a до on 
my phone. This preference over Mario seamed 
criminal to me, an avid garner for as long as | can 
remember, but at the same time | thought it might 
actually lead them into ‘gaming proper’, should 
games companies create the right games for 
phones. For example, if Nintendo released a 
version of Mario for phones |'m almost certain my 
friends would love it and it could act as a stepping 
stone to console gaming. 

can't see mobile phones ever overtaking or 

even coming close to console gaming but ıt seems 
to be a very real opportunity to introduce people to 
some fantastic gaming experiences. And if nothing 
else it is Currently more socially acceptable to play 
games on your phone in public than it would be, 10 
say, take your GBA down to your local. 


Phillip Copes 
Which is no doubt what many publishers are 
hoping. їп Edges opinion, reaching the 


massmarket with simple, addictive Games can 


nly be a good thing. 


"After over 20 years of serious game playing | can honestly 
say | have never had it so good. A smörgåsbord of great 
games to play and amazing machines to play them on" 
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After recently getting bored of the latest 
range of next-generation consoles | decided to re- 
purchase my old favourite, the Sega Saturn. And in 
regard to your "Three Kings’ article | will just say 
this: don't spend hundreds of pounds on one of 
the naw consoles with various games, DVD 
handsets and the like; just pick up a Saturn for 
about £20 secondhand, with classic games for 
around Е2-5 each. 

I've been lucky enough to own a 
PlayStation2, Xbox and GameCube over the last 
couple of years but | can honestly say that on ali 
three of the above machines | have never played a 
racing game with handling or tracks as masterful 
as those in Sega Rally, Or a horror/adventure 
game with the atmosphere of the original Resident 
Evil or D. Or a shoot 'em up as good as Panzer 
Dragoon Zwei or Radiant Silvergun. Or an RPG 
as good as Shining Force 3 or Panzer Dragoon 
Saga. Or a 2D fighter as good as King of the 
Fighters 97. Or a puzzie gama as good as Super 
Puzzle Fighter 2 Turbo. Or any action games as 
innovative and down right fun as NIGHTS, 

Burning Rangers or Sonic Н. 

To put it simply, to be this good takes ages. So 
pick up a Saturn and then sit back and wonder 
why you didn't discover all its classic games back 
In 1885, You won't regret it. 

Alex Gladwin 


Remember kids, a console's for life, not just for 
Christmas. But if you have thrown out your old 
collections, then you could always look into titles 
such as Panzer Dragoon Orta, or Ikaruga 


It fascinates me as to why some people 
buy magazines such as Edge. | buy them 
because | enjoy reading about my favourite hobby. 
But so many of them carry letters disagreeing 
with review scores. Now this is the right of the 
purchaser and we do all have our own views 

on what we like, but saying somebody alse is 
wrong just because they liked or hated a game 

is beyond me. 


if you too are getting increasingly bored with 
today's videogame offerings then perhaps you 
should try investing in an old classic like the Saturn 


| don't get to play as many games as Edge 
does due to financial constraints; | have to be a bit 
more selective, This does mean | enjoy most of the 
games | buy, but then | buy them because they 
appeal to ma in the first place. Now and again a 
game gets universal acclaim so |'m tempted to 
buy it and then find it's not for me, but that's not 
the fault of any magazine. Games like Tony 
Hawk's, Final Fantasy and G ТАШ did nothing 
for me, but on the other hand | really enjoyed 
Star Fox Adventures. 

It's ай down to persona! taste. | for one will 
continue buying Edge and enioy a good read and 
if along the way you recommend a game that | 
wouldn't normally consider then, money permitting 
I'll give it a go and certainly won't hold you 
responsible if | don't like it. 

Dave Ponsford 


Wall quite. Edge is never wrong. 


You might say that l'm г fitte late for the 
discussion, but the release of СТА: Vice City nas 
reminded me that no real debate ever came of 
tne two letters published some issues back 
concerning the Village People lookalikes 
wandering the streets of Liberty City. To the 
point: I'm a gay man and have no problem 
whatsoever with the moustachioed builders and 
camp one-liners, 

| have it easy. lm 17, | never had to fight for 
my rights, | have the most supportive family in 
the world and people basically knew that | liked 
boys before ! even had the chance to sit down 
and tell them, But ! am not complacent. | take 
gay nights extremety senously and | am just as 
angry as anyone at the spineless refusal of 
publishers and developers to risk upsetting their 
precious demographics. 

We all know that the inclusion of the camp 
pedestrians was not homophobically motivated, 
But Гат saddened that members of a community 
that has always attacked frightened censors are 
accusing Rockstar of ‘insensitivity’ or "bad taste." 


Hirst. Rockstar is actually subverting an industry 
that тв terrified of any gay characters in games 
whatsoever. Second, why on earth can't we take a 
gentle ribbing? The whole ethos of Grand Theft 
Auto is to laugh at a society so obsessed with self- 
censorship and hierarchy imposed by conformity 
that the only right thing to do is to blow it to 
flarning shreds — take the hundreds of blonde 
women carrying parody Gap bags for example. 

The irony is that that the authors of the letters 
jumped on the gag with plenty of knee-jerk distaste 
but probably bought this very game on the basis of 
effective marketing and the weight of other 
peoples’ opinions, and that they really are willing to 
watch any old shit that they're given, This and the 
fact that Edge inoffensively agreed just proves 
Rockstar's point. We cannot bear to have our 
reality upset, even if our deapest desire is to wreak 
chaos in it. And nobody ever complained about 
them poking a little fun at the Hare Krishnas, did 
they? 

| am no pushover. | have had my small share of 
ignorance and bigotry as well, and | kept quiet. | 
have no intention of suffering silently адат. That 
does not prevent me from fulfilling à most 
important need to laugh at myself and my self- 
centred, seif-reducina reality, But a word to 
Rockstar: perhaps a slick-dressed, glowering 
Valet Mafia would not go unappreciated in the 
next instalment ~ in the same way that the 
chanting Krishnas were given their own gang in No 
2. Just to show that there are no hard feelings, 
hmm? 
Alexander Bubb 


Edge can't help but feel that you're reading 
perhaps а litte too much into Rockstars 

subversive intentions. insensitivity and bad taste 
are, Edge imagines, pretty much the limit of what it 
was aiming for, and while caricatured stereotypes 
might be intended to subvert, they're not always 
funny, and may not be interpreted as such by the 
legions of schoolboys attracted to the game 

by its guns and violenca, == 


“Don’t soend hundreds of pounds on опе of the new 
consoles with various games, DVD handsets and the 
like; just pick up a Saturn for about £20 secondhand" 
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From the forum 


A selection of choice cuts from Edge-Online’s discussion outlet (http://forum.edge-online.com) 


Subject; You know you've been playing too 
much when... 
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Foster. Mr Monkey 
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Subject. Daily Mail' vs Videogames: round 11 
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You know you've been playing too much when you 
attack every corner like Colin on your way to work. 
And the real reason for the Birmingham shootings, 
according to the ‘Daily Mail’, stems back to а 
heated dispute over a bout of Street Fighter 


So there you һауе It, No: computer games = 
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"In an article entitled “Blood Feud that Started with a 
Computer Game' the 'Daily Mail' explains that the two gangs 
came into being because two kids played Street Fighter once" 
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